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Rockiond appears in ZZAP! 64 by kind
parmission of First Star Inc, whose
cofyrighl he ramains,

Cover by Oliver Frey

7 EDITORIAL
Pertinent Penn pronunciates purposefully. Or
something along those lines . . .

9 ZZAP! RRAP
Lioyd stays awake long enough to reply to this
month's mail

36 TAMARA KNIGHT
Further feminine frolics, as Mel Croucher’s
heroine takes to the space lanes once more . . .

39 ZZAP! TIPS

POKE some life into those ageing games, with
Rignall's round up of the latest and greatest —
PLUS! Maps of FEUD, INTO THE EAGLE'S NEST
and BOBBY BEARING

53 CHRONICLES OF THE WHITE WIZARD
The Wiz previews THE SHADOWS OF MORDOR -
the long-awaited follow up to LORD OF THE
glliﬁs' lus THE BIG SLEAZE, and more on

78 THE SCORELORD THINKETH
Ego's abound as gaming geniuses get their due

recognition

79 RESULTS AND WINNERS

Arn{uu a winner? Slide on over to 79 and take a
pee

80 ZZAP! READERS' CHARTS

65 NEWSFLASH

Up and comin hrogctn on the 64 - MASK,
SHADOW SHIEl ER, BUBBLE BOBBLE ... and
more!

73 COMPUNET

Julian Rignall does the business and reveals all -
well, nearty all . . .

[ ISSUE 26 JUNE 1987

FRENETIC FEATURES

50 DIY CASSETTE INLAY

In case didn't guess, the big lump stuck to the
front of the magazine this month is your demo
cassette ... and this bit's some explanatory text
and a cut-out-and-keep inlay. Clever, eh?

59 DOUGLAS ADAMS

HitchHiker's hero DOUGLAS ADAMS receives his
award for Best Text Adventure of 1985 (better late
than never, eh?), and talks about his latest project
for INFOCOM - BUREAUCRACY

60 OINK!
The cult comic and the computer game both fall

:l::lnrmn scrutiny of the ZZAP! investigative

67 MENTAL PROCREATION

Seeth, seeth — Andrew arrives back from sunny
Chicago in this bumper edition of his diary. Envy,
envy...

74 ZZAPBACK

Rignall and Penn look at issues nine and ten, com-
paring the standards of now and then . . .

95 TERMINAL MAN Il

Oliver Frey's binary bi-ped logs on to life once

more in this, the firstinstalment of his new adven-
tures

GAMES TO GET FOR JUNE

14 ZENJI
The classic puzzle game gets the FIREBIRD
budget treatment - and a Sizzler into the bargain

15 NEMESIS THE WARLOCK
MARTECH'S license from 2000 AD is well worth a

16 GODS AND HEROES
Hercules arrives once more to confound and con-
fuse. Platform freaks beware!

18 ZOLYX
FIREBIRD deliver the goods again - and collect
another Sizzler

26 HERO
Another ACTIVISION classic re-released by FIRE-
BIRD at a budget price . ..

A COMPETENT COMPETITION

48 NEMESIS THE WARLOCK
Original Bryan Talbot artwork, Nemesis T-shirts

and books, and ies of the game - all on offer,
courtesy of CH

The next issue of ZZAP! goes on sale from June
11th - purchase in haste, or repent at leisure . . .
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MICRO-MAINTENANCE LIMITED

EUROPE’S LEADING

COMPUTER REPAIR CENTRE

TELEPHONE (0276) 66266  TRADE ENQUIRES (0216) 62611

TELEX 8568199 Verran G

AND PROCESSING PROCEDURES

Automahtc Test equipment is used to assist in the repair of all
leading computer products. Many of these have been designed
and bwlt by Verran and subsequently sold throughout the world
The advanced technology allows us 10 offer our repair services al
mck-boltom pnces to all our customers. Mo one can maich us in
performance and price

Cuaranteed reliability s one of the most important points in
the selecton of who should repair your computer. We are proud o
offer our SIX MONTH GUARANTEE. Within the first three months
we will repair any fault FREE. From three o six months only half
the quoted trade prices would be charged if yvour compuler
developed a fault

To record the safe receipt and despatch of your computer we
have invested in the most advanced computer system available
Each customer unil is logged and checked before return. Whilst
your computer 18 In our possession, or in transit to you, our
insurance provides comprehensive cover

To be assured that the service you get 15 the best avallable -
use Verran We always remember thal QUALITY IS NEVER AN
ACCIDENT, IT I ALWRYS THE RESULT OF INTELLIGENT
EFFORT.

SORE RACK TESTING subjects your computer 1o a ngorous
series of tests over a period of batween 2-8 hours Stringent quality
procedures ke the soak rack ensure the high standard of sernce
oUr cCusiomers have come 1o HI]I]E‘.-:'I

UNBEATABLE DISCOUNT
ON ALL COMPONENTS

Ower £500,000 worth of components currently in stock.
Unfortunately we are unable to display our complete
range, if you require items not displayed just give us a call
on 0276-66266 and we will be pleased to quote including

delivery by first class post.
SPECTRUM SPARES COMMODORE SPARES

280 CPU 2.80 E510 Processor [2.00
ULA 6C00] 10 Bhdt CLA L. 00
Power Supply 6.50 658] Sid Chup 15.00
RO 7.00 S01225 Graphic ROM 10.00
4116 RAMS 18 901226 Basic ROM 1000
ETX 650 40 B0122T Kernal ROM 15.00
LT ald 40 8061 14 House Keeper (AW 0
Keyboard Membrane BSES - VIO [8.00
Spectnum J.00 4164 RAMS - Memory 1.00
specitum Plas .00 Power Supplies

Metal Templates 3.00 64 19.50
Keyboard Mats 2.00 CleX 15.00

All the above prices include VAT but please enclose a further £1.50
post and packing on all component orders

FULLY COMPUTERISED TEST

OVER 3500 PRODUCTS
REPAIRED EACH DAY... CONME

At our Head Office in Camberley, Surrey, we provide repair [
facilities for leading companies such as Amstrad pic, APPROVED BY
Commodore Business Machines, Sinclair Research, Rank

Xerox, Dixons, Currys, Boots, WH Smiths, John Menzies and
many more. Now we are going to offer you the consumer
high quality repair services at TRADE PRICES.

In the UK we employ 200 staff to fulfil our customers re-
quirements in a quick and efficient manner. Factory space
of 32,000sq.ft. and offices in Switzerland and Germany now
make us the largest and most advanced computer repair
centre in Europe. Your computer and software is worth hun-
dreds of pounds - send it to Verran and you will undoub-
tedly receive the best service available.

FANTASTIC LOW PRICES
ON ALL LEADING COMPUTERS

To obtain a guotation on any other product just call (0276) 66266
gquoting the advertisement reference number.
(See botfomTeft)

TO OBTAIN THE BEST REPAIR SERVICE AVAILABLE JUST FOLL.OW THESE STEPS:- :
1 Send your computer securely packed, accompanied by cheque, postal order (mads =
payabla to Verran Micro-Maintenance Lid) or quote your Access or Barclaycard Namber,

4. Chaote the special offer reference mumber displayed at the bottom of this advenisemant for

wour £6,00 DISCOUNT on the trade prices,
LETTERS FROM OUR CUSTOMERS

| really el [ must wrte and thank you lor the excedent service | received ®
Mirs | Gilbert. Plymoasih

T am extremely delighted and wouwld [ike to thank you again for ihe quick and ellicaend servioe
off your company”. Paul Domald, Abesciesan

APPROVED BY
\_ SINCLARR

34

MICRO-MAINTENANCE LIMITED

erran

UNIT 2H & 2] - ALBANY PARK - FRIMLEY ROAD —
CAMBERLEY - SURREY GUI15 2PL

SPECIAL OFFER REFERENCE - ZAP 0417




With 3 different versions of the famous
Leaderboard now available across 7 systems
there are dozens of lesting courses, hundreds
of challenging game vanations, designed to
test your skill and judgement, designed to
integrate and complement each other and lead
you from one level of competence to the
highest possible plane of tension
and excitement. Leaderboard
is the individual challenge
with unknown
variations and tests
of your abilities.

LEADERBOARD

The exciting world of professional golf,
realistic 3-D) animation, multiple 18 hole golf
courses and 3 levels of play from amateur to
touring professional.

LERCER
BOERD
This is the sports simulation of the year -
TOURNAMENT if not the decade.  Zzap 64,
LEADERBOARD
Four exciting new 18 hole golf
courses demanding more . - | | e '
concentration, more precision 4 | PO BP0

What you learnt on the original
Leaderboard courses will really

U.S, Goid Ltd.,
Units 23 Holford Way,

Holford,

Birmingham Bb TAX.
Tel: 021 356 3388,

if you're to stay out of trouble.

(To be played with original
Leaderboard),

be put tothe test on these exciting
challenges.

£995¢c | £995¢| £9.9¢c | £9.9c¢

£4.99c | £4.99¢ | £4.9¢ | £4.99c

' i
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£
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LEADERBUM +_:=; __;'" @.
EXECUTIVE b R

EDITION
From sports simulation of the year
progress to another dimension of
gameplay, another experience in
excitement and graphics as you
battle to master sandtraps, trees,
water hazards and rough

A game that's frightening in its
demand and realism, only the
mentally tough will survive these
encounters unscathed.
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ACCESS

Software incorporated
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Quartz Halogen ‘Pop-
Up’ headlights just
like a Porsche 924.
Audible warning device
pressing results in a
‘boing, boing, boing’
noise.

Extra large flappy
cheeks, watch out

for twaaklng

(2

Stupid grin, take a quick
look in the mirror when
playing this game.

See what we mean?

Trendy designer cut

off T-Shirt (causes
nasty draught round
your coils).

))

Leather boinging gloves for
a sure fire grip on that
joystick.

All round independent
coil spring suspension
guaranteed for over
100,000 boings.

Size 14 racing tread
flippers for inflight
stability and a sure-
footed landing.

Gremlin's springiest star is set to bounce straight back S T TR A quick hand and dogged determination are needed if
into a new adventure. W ;1 i e S you re to get anywhere with Thing in his latest escapade.
Following his world saving exploits against the evil toy - —f ...1'!!3:* . :'3,,. g Fast and furious action is the order of the day and a
ggbﬁn and his monstrous toys, ThiﬂgISEﬂjD}"Ed his much -f ¥ gDCld sense of direction would be hFlpfuI to guide T|‘|ir1g

I

needed recuperation, oiled his spring and is now raring
to go. What next?... he must finish the job properly and halt

round such a complex location.

the factory computer auto producing these hideous toys. Available on

But as superfit as he is and fast as he can move there's CBMb4/128 AMSTRAD SPECTRUM 48/128K
danger hidden around every bend... goblins lurking to MSX

drain his oil, water rushing to bowl him over, iron chickens £999c £ 99c

Feldmg ddbtﬂrdh' d-eadl:,r eggs.

£1499d £1499d £799c




YOU CAN LEAVE

YOURHATON...

. . . and weicome to another issue
of ZZAP! - arguably the most
varied and colourful to date.

Summer has arrived early here
in Ludlow, with the sun making an
unannounced appearance and
mercilessly unleashing its radia-
tion upon our weary brows. Pre-
dictably, the heat enticed droves
of camera-clad American tourists
ta fill the streets, and quite unpre-
dictably Julian Rignall recently got
engaged to our ever-effervescent
Editorial Assistant Glenys Powaell.
Congratulations are undoubtedly
in order.

On a lighter note... Budget
software appeared in abundance
this month, with Firebird's recent
deal with  Activision/Electric
Dreams making all the difference —
you can expect to see over two
dozen Activision classics making
a reappearance within the next
month or two, all at £1.99. We
won't be re-reviewing any titles
(Master Of The Lamps, RMS
Titanic and so on), but we are
reviewing titles released before

releases, surprising as it may
seem. And there's more to follow.

Also from Firebird on the Silver
label comes Zolyx—a reworking of
the old Atari arcade game Qix. It
doesn’t look up to much —and may
well be dismissed because of this
— but it's addictive beyond belief.
Even Lloyd came out of his closat
to play —= and had to be forced to
get back to answering the Rrap.

As for next month... First
Star's Spy Vs Spy lllis finishad and
should be with us in time for review
in the next issue — as should
Palace Software's Stifflip And Co
and Ocean's Mario Brothers and
Top Gun. We should also have
news on Simon Nicol's follow-up
to Crazy Comets — entitied Mega
Apocalypse, and featuring four
channel sound with digitised
speech. Sounds interesting.

| hope you enjoy the contents of
this issue and of the cassette stuck
on the front — please let us know
what you think, and whether you
would like to see a repeat perfor-
mance later in the year. Until next

ZZAP! appeared. For example, in | month then... have fun, take

this issue there are reviews of | care, and keep 'em peeled.

HERO, Decathlon, Pitfall Il, River

Raid and Zenji — all quality | GARY PENN
I tha contents of the ZZAP! Sampler rail to load, please send the cassatie
to: ZZAP| SAMPLER REPLACEMENT PO Box 20, Ludiow, sY8
108 - and we will endeavour to provide a working copy within 28 days of
receiving the faulty cassatte.
GAMES REVIEWED

Masters Of The Universe 20

Auf Wiedersehen Monty 32 Nemesis The Warlock 15
Big Trouble In Little China 87 Nether Earth 19
Cyborg 25 Pitfallll 35
Death Or Glory 84 River Raid 83
Decathlon 93 Romulus 89
Doc The Destroyer 91 Secret Of Kandar 30
Feud 88 Star Raiders Il 28
Gods And Heroes 16 Vampire 30
HERO 26 Xenon Ranger 31
Jumpin’ Jimmy 27 Zeniji {g 14
Kinetik 92 Zolyx (S) 18
ADVERTISERS INDEX
Activision 100 LM 41
Ariolasoft 17.45 Lothlorian B
Database 43 Martech 29
Databyte 72 MNebulae 7
Datel 24 Ocean 22,58,99
Doctorsoft 41 Palace Software 21,85
E&J 77 Quicksilva 34
Electronic Services 9 US Gold 2.5,64, 86
Firebird 71,82 Verran 4
Gremlin Graphics 8,63,94 Video Vault 7
Hewson 13 ZZAP! Backnumbers 90
Imagine 33,38 ZZAP! Mail Order 62
Incentive 11  ZZAP! T-Shirts 23
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" THE MOST FUN-PACKED COMPUTER GAME
SINCE THE DAWN OF TIME

wkmmmmmm&emmm
Wonderboy is a kid with a quest: to reach his girlfriend across treacherous
landscapes and rescue her from the evil King. Burning bonfires, tumbling
boulders, poisonous snakes, killer frogs and murderous blue midgets can all
make for a short trip - but our hero can break open giant eggs to collect a
stone axe, a gquardian angel and other valuables to help him on his mission. A
skateboard speeds up his progress and picking fruit provides bonus points -
if you're careful!

A fast, fun-packed game of skill and timing.

ACTIVISION o

g - “WITCETA (RN =% 17 AT T VA TA T
e I ' ,
g - E_ [ ]_l' AN FE ".| b TAY B B e P R

- AMSTRAD CPC CASSETTE £9.99. AMSTRAD CPC DISK £14.99. COMMODORE 64/128 CASSETTE £9.98 E'"%%
COMMODORE 54/128 DISK £14.99, ZX SPECTRUM 48K/128K + £9.95, oy

T & - 5EGA (082 AD Rights Reserved. Activison, Inc. Authorzed Uesr,
Mail order Acernsion (UK Lid., 23 Pond Streer, Hampmiead, Lomdos NW3 2PN, Tel: 01 431 1100
=



structive tone. !
& is still that of software piracy,

bate this month, following on

Maonth, for its optimistic and con

The ;:t‘ner concern L_uuming Larg
and there's a large points-of-view de
from the last issue.

' [ t issues of
' nd especially Gold Medals in recent Is :
ThE 'a-cn:‘ Mn%':;md Eav:r:: letters, most on the depres&;nﬂ :;ﬂ;,
. few bewildered and guestioning what wen ! tl-u;
the Stuart Wynn, as Lefter o

sorme angry,

But | chose the letter below, from

'GOLD

Dear ZZAP'64 -
In recent editorials for both ZZAP!
and CRASH one theme seems to
redominate — the market is

ming less innovative, and dri-
ven more by advertising than
imagination. With no Gold Medals
from December until April one
doesn't have to read the editorials
to get the point, Possibly things
are just about to change, unfortu-
nately | doubt it, and lock forward
with dread to the traditional sum-
mer software lull,

Companies promoting tie-ins
can argue all they like that the
dreaded things sell, but that really
isn’t the point. Sales in April of
however many thousands are
never going 1o make up for the
stagnation and market shrinkage
of next year. Successful industries
dealing in non-necessities must
always consider how to benefit
and widen the market, rather than
simply exploiting it. In a market as
precarious as that of computer
gaming, the current spate of poor
tie-ins seems short-sighted.
People who don't read review
magazines could quickly
become disillusi with the
whole industry. As for those that
do, since Christmas only The Sen-
tinel has stood out as genuinely
deserving of ten pounds.

What can be done apart from
interminable moaning then? A lot,
I'think. Over Christmas my favour-
ite games were The Sentinel and
Alleykat. Innovative games
polished to the nth degree, either
programmed especially for the
Commodore, or converted with
care. It's unlikely that anyone is
going to produce too many more
brilliant games, but more respect-
able games might be had by fol-
lowing some simple rules;

1. Therule of Conversions. When
making a conversion, aim for
good new games rather than
mindless clones. Follow tha
example set by Dan Dare and
Paradroid/Quazatron. Rushing
out a clone which abuses the
new machine's capabilitiesis a
sin against the bigger future

o

market.

2. Theruleof Bandwagons. When
agame such as Uridiumis suc-
cessful, don't rush out the first
game you can which looks the
same on screenshots. Take
time, and take advantage of
your programmers ' particular
talents to prﬂduu::h better
game — perhaps with more

ic elements.

3. The Golden Rule. Do not put
out tape versions of disk
games without substantial g
programming. In the calfe ol

that abominatigg ], |

=21
regarded as a sin, and avoided.
4. The Rule of Tie-Ins. Never
advertise said product until
three-quarters finished.
Always allow a longer time for
tie-in products to be finished,
as the programmers are doing
a more difficult job. Obviously
more time means more money,
but with substantial minimum
sales guaranteed remember
the pe;nd;ﬂ. Iis ;n i;*.u::l'nrﬂrr‘r.'iza.-lzrlhlr
ment for ndu arally,
and your mftwarﬁui‘?sl in
particular. A good game
should help less hyped prod-
ucts with a similar brand name.
Exploitation tie-ins should be
regarded as the worst of sins.
Finally, perhaps ZZAP! itself can
help. Instead of all this CEAVG/
Commodore User 'debate’ why
not turn a few pages over to read-
ars' comments on . Rather
than “17 percent was too low, 19
percent is more like it', these
pages should emphasise what
readers disliked (besides bad
programming) and what game fea-
tures deserve mp:.ring and
developing. In the case of other-
wise terrible games what innova-
tions deserve to be remembered
as worthy of refinement? Should a

ALS. G

popular e have a uel? and
what faam should t:-’:::lﬂpﬂﬂtﬂd,
added or dropped?

More specifically should more
shoot "em ups have ‘continue from
last death' options, or would pass-
word access to higher levels be

preferred? How about more strat-
eqy aglements, for example a
choice of game ¢ 5 i

nably rescue
thankless planet?

inally I'd like to ask what hap-
ed to game previews? It seems
to me obvious that currently man-
ufacturers are neglecting péy—
testing, and suffering from "group-
think’, ignoring obvious problems.
Previews, it seamed to me, enter-
tained readers, promoted prod-
ucts and hopefully gave magazine
reviewers a chance to give con-
structive opinions before it was
too late. Possibly during the sum-
mer months ZZAP! might preview
some more innovative, less hyped

ONE?

products and hopefully improve
them while giﬁnﬂr&& pre-public-
ity. Also more C SH-style
design-a-game competitions
might be useful, possibly less
specific in nature and intended for
publication as idea stimulus rather
than helping one specific software
house.

Iin conclusion then, | think ZZAP!
and the readership should at least
tell the producers what they want,
rather letting advertising
stra hies and deadlines dictate

ng.
Stuart Wynne, Blacon, Chester

| have very little to add to that,
beyond saying that | think Stuart's
letter is one of the most construc-
tive and useful ZZAP! Rrap letters
I've ever received. | hope his com-
ments will open-up the debate
further on the nature of 64 games,
what readers expect of them, and
what the role of ZZAP!should be in
relation to software development.
Stuart, your £30 worth of software
will be on its way as soon as

let us know what you would e

AT LAST!

TRADE ENQUIRIESWELCOME

COMMODORE SPARES

AT REALISTIC PRICES WITH FREE SOCKET

ClA 6526 £17.99 | ROM 901227403 £15.99
MPL 6510 £17.99 | ROM 01225- £15.99
rLA %061 14-01 £18.99 | SOUND 6581 £17.99
ROM S01226-01 £15.99 | RAM 4164 £2.49

Co4 POWER SUPPLY UNITS £26.99

All prices include post & packing, handling and VAT - or send your faulty
computer and P.5,U. for free estimate and repair from £9.99 + paris

Spectrum Low Price Software List Available
SEND CHEQUE/P.O. TO ACCESS/BARCLAYCARD WELCOME

ELECTRONIC SERVICES

176 VICTORIA ROADWEST, CLEVELEYS, BLACKPOOL FY5 ANE
Tel. (0253) 822708
Send large 5.A.E. for full list

ZZAP164 June 1987 9

>



4Sul) RASPBERRY

aying tips, pokes, previews etc,
's nigh-on impossible for one
magazine to cover the entire spec-
trum (sorry for using a swear word)
of events concerning the mighty
64, and this, coupled with the fact
that the two magazines are
released at different times of the
month, means that a blinkered,
blased reader of only one of the

raspberry to all ZZA
say CUis crap and vice versa. Per-
sonally, | think that Commodore
owners are lucky to have two
monthly magazines of such quality
covering their machines; I'm sure
that owners of less trendy micros
would love to be in our position!

Now on to more serious matters.

r

Lioyd,
I'd like to bet that if the average
ZZAP! 64 reader was to be per-

and there, most of them buy or
look at both ZZAP! and Commo-

dore User. Both magazines are a

mega mags can miss out on some
exciting developments concern-

fectly honest, we would find that,

damn good read, and together
apart from the odd dickhead here

they a wealth of information,

tn%tgleir machine.
opportunity to blow a large

It is now becoming obvious that
when a software house has a hit
game all the others jump on the
bandwagon and produce their
own versions, hence we, the
buyers, are bombarded with hun-

| would like to take this

The software piracy debate (Treason On The High Seas) sparked off a
predictable response. It's interesting to see that, by and large, people's
views break down into three camps: the ‘innocent’ copier with ‘friends’
who blarmes the cost of software; the unrepentant pirate and proud of it
(with overtones of Robin Hood - ‘| do it as a political protest because it's
the software houses who are really the robbers’); and the honest man
who sees theft in any form as degr&d:’r;g and dishonourable.

One of the latter is Robert Stevens from Exeter in Devon, who is very

angry.

Aaargh! I've just punched the wall to vent my anger o
the pirates who read your magazine.

| am 19 and currently unempiloyed. | would love to ha
expensive stereo with a CD ﬁlayer and perfect speakers. | can, Wno way,
afford such a luxury. Does that mean | can walk into Dixons, pick one up
and stroll out again? I'm damned if it does!

Some people don't agree though, and reckon at heg
Aubrey Yoe, also from Devon, doesn't want us Lg

of
t big

. . . it on top of pedestals and turmn yo
a disease, because |I'm sure that g

in glass houses shouldn't §

Ah yes ... the old excusogg
out that airtirme usually inclBES
for that very reason.
it by saying that in another fo

br&;.-"r"’ﬂﬂ
does more . . .

| am a pirate and a proud one. I'm r'g,r large games ring.
Some members of which |'ve never sé and so | often obtain games

from a friend of a friend. We all know that piracy is illegal but none of us
would pass as thieves and we would not consider ourselves as so. . .

. . . interesting — you know it's iilegal, yet you don't pass as thieves? But
Aubrey Yoe has a defence . . .

ar done 5o and
s do however
pg. We copy
gy 're a ‘safe
etop if the
FGanSider itata

Maost of you think that we sell game
none of us ever would, no matter
copy £1.99 games and don't consi@e
anything and everything for anybody &
bet'. Our games ring is growing sté

chances of getting caught y

level of 1:1,000,000, a5
down.

CAR

-T-I‘l‘

g as you only give them away
i the same way as the art
g only wants to hang it on

you are robbing,
Jones from Mirro

Another way 1o look at the g
someone directly linked to t \i
by a company and s0 the salaigs
you like it if someone you did

does cut the profits made
gimpany are lower. How would
was taking your pay or pocket
money before you got a chance t8@ t? No matter how many excuses
pirates comes up with, they are bréaking the law, unless they have the
permission of the software house to make a back up. Copyright on
anything lasts for up to 50 years after the death of the copyright holder.
it users cannot afford to buy a game then why do they not save up for it?
Games can still be bought after their initial release. This is tantamount to
stealing a hi-fi systemn that you cannot afford at that moment in time. Do
you do that?
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gringing it ,ﬂtin
it :

And Robert Stevens insists Aubrey Yoe'sis. ..

. . . 4 feeble excuse to pirate and steal and I'd like to see them in court.
When | purchased my Commodore 64 | did so on hire purchase. For six
months | had only £4 a month to spend, yet not once did | resort to piracy
and steal a computer.

It's nice to know there are some honest people around, but lain Clement
from Basingstoke, Hants doesn't apply the pigacy code to beat high
priced software, he also reckons you Ca gur hardware through
software piracy.

We regularly read complaints (e about software
houses producing disk-based gtgaRaNEhe pst of ZZAP!'s
reviews seem to be of disk gamesSSUE s
a 64 then a disk-drive should not big
not intended to store computer gamé
yay of doing so and if you own ten sucfk
puur disk drive paid for.
you receive ten pirated cd

ould havespent . .. heyp

ement’s dubious system springs from a belief that 64 piracy has
Ot to do with the interface between cassette and disk games, as
axplains . . .

I've been reading ZZAP! for some years now, ang

buying a game unless I'd first read the revie
upgraded from a 64 to a 128 with di

buy Footballge e Year, and h s
pirated games.

| enjoyed you na

C »

to turn up was the §8lis D :

a few gamg it, Higf & ju -
- ] TG

pl=*
= = -
¥
= =

bec

2 &
S0 F§
it

d to

has

g softw
an entire philos

" r

pns®satisfaction in ripping off software houses which produce
d sit k to rake in the profits; if | can reduce these profits by
gated copies of their rubbish, then I'm quite happy. So lon
puses keep producing rot like Footballer Of The Year | will
aceive/turn out copies of their mega-hit rubbish.

Igeti
rubbis
prgvid
as sor

's a wiod@Bpread belief, obviously, that piracy is actually sponsored by
software houses pulting out poor games. On the one hand there's the
above argument — that if they do then they deserve to be ripped off —and
thage's the somewhat more honest approach that says, ift do, then
st spending my money on an unknown, but probably not very
antity? Adrian Lowery from Lancashire reckons that . . .

o [T not worth the price of the
ara blatantly intended to mislead the

piracy takes place because people do
thrown away (even if they can afford it) o

There is far too much moral this and |
s human psychology.

Commercial psychology is also a factor. And isn't that where the
magﬂaz:‘nes attempt to provide the equivalent of ‘airplay’ for records?
Robert Stevens again . . .

Ea
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dreds of Karate, Gauntlet or scrol-
ling shoot "em up games for
months after the onginal (and usu-
ally the best) version was a hit.
think that a journal of the high
standing of ZZAP! could well help
Britain's gamers escape the
dreaded clone syndrome.

Why not get your educated tétes
together and concoct some kind
of questionnaire together for us
humble readers to fill in and send
your findings to one of the mega
ﬂan'm writing houses like Epyx.

Smith,Chesterfield Derbyshire

It's certainly true that without a bit

ofc mmp?ﬂm g I'.I:I".I'HE fendto

get acent, and I'm

to say that CU do offer a bit of
competition mwandagam And

ﬂﬂEF that Epﬁnﬂ

statement |

turn to your other point; it war.ddba

useful to kmow what other ZZAP!

readers think of the "bandw. ¢

games. I'm not too sure that

official, or the first out, is always

the best. HEHTHHEEﬂEEdEbEﬂﬂg
paoint next issue, huh? e

One purpose of review magazines such as ZZAP! is to give people a fair
appraisal of a wide range of games to aid them in selecting the best one
possible on which to spend their meagre funds.

The games player obviously has less money to spend than any company,
but meagre funds are a relative business, and even large companies
have to be careful about what they spend and . Profit seems to be
a dirty word gmong the Robin Hood pirates wh
retribution t software houses who atte
opposite, the coin being that they do it
produc ed to rip off the buyer. Then there
that pird@Wf doesn't really affect thg:

although Seb Geddes from Dung

Mr X swaps one of his ga
game, then copies it, swap

house's profits are being | gd, but if copies are
being swapped then this dd halling effect that
denies software houses a vas('$

No, but if there are loads of copies flod many others who
may have purchased a game end up g8 y. Adrian Lowery,
however, doesn't even agree about that po ) percent loss . . .

Software companies lose out when a person copies a game only assum-
ing that, had the person NOT copied the game he would have gone out
and bought it. | would say the following is more commaon. A person
cannot al?l‘ he would like, so he copies it from a friend
who has thﬂ e person was not able to do this he would
have done wi a. This applies to me. Over two years |'ve
copied about | not been able to do this | simply would not
have had the games. The software companies have not lost a penny
because of my copying. This must be a very common situation.

So far we've mostly heard from buyers (or

pirates) of games. Here's
Peter Jones again, from Mirrorsoft's Prog

gpartrment. He adds that

his letter is a personal view, take gnce of working within
a software house.
Many usars g s into producing

our months to

SE}I'E.I.

Virtually eves es because of high prices — why are
they so high B s copying games —the infarmous vicious
circle.

What if softWlfe houses were to lower prices? They would have to

really mass produce their games because of the small profit margins
(because of yours truly, the guy with the parrot on his shoulder and the
wooden leg) which would mean a lowering in game quality and standard,
which is deflnrtel NOT what we want. So hergs ic message: IT'S
DOWN TO US TO STOP COPYING - NO

If we don't prices will rise further, maki
copies EVEN GREATER.

n to copy or buy

No doubt we haven't heard the last about pira

hat’s the only thing
you can say for certain about the subject . . .

LM

ANYTHINb YOU

CAN DO .

LEthtﬂllrnuaEt . About 50 or
60 years ago people released fairly
simple songs. Gradually the songs
developad into more complex
oneés as techniques were
improved. Then one day the ideas
cupboard was empty, so people
started reverting to 'tarting up’ old
s, producing songs with little
ori . and only a handful of
bands recording criginal songs.

Does this story sound familiar?
Of course it does. The computer
game industry is going the same
way. Simple games developed
into more complex games until
now all we get is clones of clones,
or arcade conversions with few
original games.

I think, and others will probably
agree, that this is a sad state for
both industries. In my opinion all
the software houses are doing is

saying ' ng they can do, we
can do better’, without really trying
anything new just because it isn't

an arcade conversion or a game
without a big character, such as

He-Man. If all this doesn't change
we might as well kiss the classic

mﬁ‘”ﬁ'}ﬂﬁiﬁamm Witton Gil-
bert, Durham

Your analogy is a little spurious,
Steven. Fora start, there's a good
deal of difference in the relative
sizes of the popular music busi-
nass and the computer games
software industry. But perhaps the
most i‘mpartant distinction is that
the ermotions very
d.rracr t is the best reason
why dmngs are rearranged,
used again and re-recorded. The
wiorst, as you suggest, is paucity
a-ﬂ.-'naginaﬂan. talent and ability. It
seams to me that such an accusa-
tion can be aimed at any facet of
the entertainment business, a
marketplace where big fortunes
are to be made (and lost), and
where hype is seen as essential. |
don’t think dmwm% an analogy
befween music and games is very
valid at this level. g

A CRASH SMASH, A ZZAP GOLD MEDAL
AND NOW...

UTILITY OF
THE YEAR

Popular Computing Weekly

""'GM?HIC ADVENTURE CREATOR
FROM INCENTIVE

For my: AMSTRAD CPC [l
ELECTROM L]

The Graphic Adventure Creator

Accessories

Medallion Adventuras

Wirter Wondeariand
Free Posters Colour Posters

No [ lI I

Mame
Addrass

iNncentive

SOFTWARE

| WANT ONE! PLEASE RUSH ME (post free)
BBC B[]
MASTER ]

Tape £2295[ ]
The Adventure Creator (Electron, BBC B or Mastar)

The G.A.C. Adverture Writers Handbook — packed with information (48pp) £1.25 ]
The G.A.C, Designer Pad - 200 pages double sided

The Legend of Apache Gold by Pater Torrance

lenclose achegue PAOfor C i,

EEREET

2 MINERVA HOUSE, CALLEVA PARK.
ALDERMASTON, BERKS. AG7 4QW.
LTD TELEPHONE (07356) 77288,

COMMODORE 64
SPECTRUM ]

Disc £27.95 ]
£1495( ]

£9.200]

705l
£7.950]
Fraa with any order

. or please debit my Credit Card

»
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Dear Lioyd,

| think ZZAP! s good, but it could
beimproved in the following ways:
1. because

BETTER GAMES PLEASE

#Epan from these the mag is
ACE.
Adrian Kingsten, Maen-Y-

To Lioyd (Winston) Mangram

I must thank Oli for preserving my
ayesight by redrawing the facial
features of GP, whose old profile
piccy was getting on my nerves.
The new drawings are a lot cleaner
and are quite amusing,

I'm glad, too, old GP has been
left out of a fair amount of the
reviews in issue 24 because he is,
in my opinion very unfair in his
comments. | know they're only
guidelines, but all the same even
guidelines shouldn’t involve the
slagging off of a game which is in
fact very good, like Tomahawk for
instance. He may not like simula-
tions, but his thinking should be
unbiased towards any particular
genre. Everyone else thought it
was good except Gary. | thought
the game was good, certainly not
50 bad as to compare it to some-
thing which wasn't even a proper
simulation (Super Huey).

The opinions about games
should be a|i:ur::|ru:||a+::hnadlg as if they
were oniginal — original in the sense
that a game is different to other
simulators in one way or annther.

I've noticed other reviews done
in the wrang way by others apart
from GP, it's just that he seems to

you approached each game as |
have stated then the reviews might
bea little more realistic when com-
pared to readers’ opinions.

| know you must get through a
lot of games which are similar in
some respects, but each has its
own littke extras which should be
used to make each review differ-
ent, so readers don't get fed up
with the constant moaning about
‘vertical and horizontal games.’

Now staying onissue 24, | must
say that we have a very funny per-
50N in our midst by the name of
Andrew Braybrook. Ha ha Mister
Braybrook, let's get lots of loyal
fans to painfully slave over a hot
computer typing out a listing to
double the speed of any computer
game and finally and triumphantly
try to load in a slow game only to
be confronted by April Fool -
beast! Actually | needed cheering
up and | did laugh at the idea (only
a little), but | forgive you for leading
uson, although | got my ZZAP! on
the 12th of March.

Mow I've got that out of my sys-
tem | would like to congratulate
E:ru Lioyd on your handling of Jack

lamond's ‘review of the day' can-
didate — | think not. | mean what a

with a substandard, poor quality
gang of reviewers chosen by a
competition. | certainly wouldn’t
get the issue in which they
reviewed. The ZZAP! mob have a
lot of experience behind them, and
can give a good game a well
thought out review, with informa-
tion which could help a decision to
buy a game. So lthink it'sabig NO
WAXY! to Jack Diamond and his
reviewing dream.

About Gunship; | thought you
were unfair on the cassette ver-
sion. | have it and the so-called 20-
minute multi-load was a bit of an
anti-cassette campaign. The
loader is on the long side but for
what you get the result is worth the
wait. And what about the ratings,
what were you doing? How can

ou give what is potentially

licopter simulator of the year {in

my opinion it's the best ever done)
lower marks on cassette than on
disk, considering the only things
that should be affected by multi-
load are presentation and hooka-
bility? To say 'grossly over-priced’
is very heavy handed. Anyway, to
a dedicated simulation freak a
multi-load is soon forgotten, as
you can go make a nice cuppa
while side B loads in, or have
another read of the manual to pick
up tips. | think that Gunship

About the letters page, it seems
to be getting a little limited in sub-
ject range recently. The majority of
letters are good but there are a few
which are still stir up a lot of rub-
bish about magazines. | think it's
stupid, because ZZAP! is obvi-
ously above that sort of thing -
unlike C&VG which persists in
slagging off rival publications (like
any from Ludlow which was
recently referred to as ‘Mudhole".
Please don't waste Lloyd's time
with this sort of unwanted waffle.
Steven Hunter, Weston-Super-
Mare, Avon

and Get better reviewers Groes, Dyfed

hat | the ratings given to all the brill

games are pathetic. Do you mean you didn’t agree with

y unusual the level of ratings given 'foall the
at | though 2. Add another rating like Joys- brill games’, or do you mean
nthose tick Wear because games that | because they're the best rated in
fabulous use power sync break thejoys- | anissue should automatically
vastodos tick after a few goes. receive higher percentages? And
ther pagl if either of those questionable
tips. Was 3. Pick some better games to staterments is what you really
~ratoputt review. The games that you meant, does that mean we need
pduce mo had in the last issue were rub- | new reviewers? As for reviewing

. that ye bish. RUBBISH — what absolute non-
them on' sense! Games don't get reviewed

4. Putthecouponsonaseparate | because they're either good or

All agree sheetatthe back becauselcut | bad, they get reviewed because

P N Lo R : up the reviews when | send off Hmy'mbegiegrerﬂsedfwsafﬂr'

T s o W L A ] : ---- j 2 ;..-l- ::- - I__, fDI’ﬂ‘IH"Igﬂ. L_
=rTadis L H o i '3 ‘I
c L E AN E R P E N N merry bunch of whacky reviewers, least B0 percent.

Itis a bit hard to be objective about
game genras which you dislike,
although having said that, | agree
with you that reviewers should
attempt tc be fair, or find reviewers
who do like the particular type.
Gary insists, however, that his
remarks about Tomahawk were
not related fo a dislike of simula-
tions.

Had you been in my cottage in
Ludlow during the heavy rains of
early April, you would have known
that CAV(G's remarks about
‘Mudhole ' were the literal truth -
but the poor little lambs don't
always recognise that while there
may be literacy in truth, there isn't
necessarily truth in literacy.

do it with the majority of games. If  prat, thinking he couldreplaceour  deserved an overall rating of at LM
asked myself. But if that's what down as a classic April fool.
Andrew says . .. Nice one ZZAP! You fooled me

Dear Lloyd,

Being an avid Andrew Braybrook
fan, on receiving April's issue of
ZZAPL | tumed madly to the latest
installment of his Mental Procrea-
tion, saga. At the end of this
maonth’s chunk of his diary | saw a

PENPALS

|-||. ||_I'|J'I-|I"-i" di —_—
Glad to ses the penpal section,

lik

listing the length of my arm. ' Just
key in the program and save it to
tape or disk, RUN it and then NEW
it. Finally load in any game from
cassette. Once loaded it will run at
up to double normal speed’, it
said. Double normal speed? |

158 e .
M Nelson, 24 Melbourne
Avenue, Newltown, Birmingham,

pow of 14 years _
Chris Allinson, 30 Sahsburg._r
Road, Barry, South Glamorgan,

South Wales, CFb 8PE

An hour and a half saw me typ-
ing it in madly and then debugging
it. Another quarter of an hour saw
me choosing which of my games
to try this epic program on.

All | can say is having seen the
result | was really off. But
now come to think of it, it must go

hook, line and sinker!
Rahul Joshi, London NW10

No, no, Rahul, it must have beena
setting error. Andrew Bra

wouldn 't do a thing like that, would
he? Okay, perhaps he would!

Okay, I'm off, back up the hill to take advantage of the fine weather
to get some seedlings potted out, and to get away from a game
that's been driving me mad, the wonderful Zolyx from Firebird. It's
been on the screen in editorial for days, and | can't resist it. If you've
got anything to say, get off your chest, yell from a soap-box or
confess, the address hasn't changed: ZZAP! RRAP, PO BOX 10,

LUDLOW, SHROPSHIRE SY8 1DB
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ZENJI

Firebird/Activision, £1.99 cass only, joystick only
@ A simplistic, but highly addictive puzzle game with an

ariental flavour

far between on the 64 - for-

tunately, Firebird have gone
some way towards rectifying this
situation by re-releasing this old
Activision favourite.

The screen depicts a series of
blue and yellow hexagons, con-
nected by grey, maze-like sec-
tions of track. You control a 'face’,
starting from the green centre seg-
ment (source) and guiding it along
the tracks.

A section of track on which the
face rests can be rotated about its
centre — 90 degrees at a time.
Turning different sections in this
way alters the layout of the maze,
and any section of track that con-
nects directly to the source is
turned green. The ultimate aim is
to rearrange the maze so that it
becomes one unbroken track and
therefore turns completely green,

P uzzle games are still few and

ello there. I've just been
playing this fabulous
offbeat treat for the senses
callnd Zenji. It's in con-
t, incredibly ictive and
h lishly di“l‘ﬁr.:uil to put down.
It's pleasant to the ears and
eyes and is brill
igned. What is it? Well, it's
the t puzzle game ever.
Think of it — in billions of years
of history there has never been
anything better... amazing!
Even more amazing is that it
costs only two pounds. Buy it

A Oh dear,
to -:‘:nmr.lluﬂng the ser

Accomplishing this task within a
set time limit rewards you with the
next, more difficult level.

Later mazes are inhabited by
flames, scurrying around emitting
sparks — contact with either result-
ing in the loss of a face. The screen
is then restarted from the centre,
with the maze layout remaining as
it was when left, saving the trouble
of starting from scratch.

A decent puzzle game makes a nice break from blasting
aliens, and Zenji is probably the best on the 64. The levels

are nicely
but still retain

to become progressively
enough playability on the earlier levels to

more mhm

mat'ﬂhnml'vngntmphyﬂtmummEHMW
feeling. The graphics are simple but totally effective, with thu

music also adding an enormous

getting faster as the

amount,
time limit approaches. This induces a sensation of
panic, even if you're doing alright! I'm totally hooked - | think

you will be too.
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hile most puzzle games are maddeni

hnsnrﬂhm
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ngly frustrating, Zen)
uﬂur.‘l. The concept is

theraputic
nq:ﬂumd the execution is simply glorious. | particu-
&ﬂvﬂmﬂuwﬂmﬂmtrytnuhuﬂtumﬂuMnnMa
screen, you only get confused and more often than not every-
thing goes drastically wrong. I'm not sure why it has oriental
uurtmu. but it doesn’t matter — Zenji is immensely playable,
grossly addictive and temptingly cheap.

Segments containing numbers
hold a bonus, collected by cross-
ing the sagment before the digits
count down to zero. This is added
to your scoreline, and at the end of
the game sufficiently high scores
mgal antered into the high-score
table.

PRESENTATION 91%

Superbly presented, and very
user-friendly with neat touches
throughout.

GRAPHICS 67%

Very simplistic, but totally func-
tional.

SOUND 63%
Average but atmospheric tune.

HOOKABILITY 92%

An unusual t which cap-
tures the imagination and is
remarkably easy and enjoyable
to grasp.

LASTABILITY 89%

Will still be around when others
are discarded.

VALUE 97%
Anawfullot of enjoyment for the
lowest possible price.

OVERALL 91%

Easily the cheapest and best
puzzr':e game tordate.
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NEMESIS THE WARLOCK

Martech, £8.95 cass, joystick with keys

he very latest in licensing
deals finds Martech trans-

forming 2000 AD’s Nemesis
The Warlock from pen and ink into
pixels.
Defeating evil is the name of the
garne* and taking the part of
emesis, the idea is to stop
Thomas de Torguemada by
infiltrating his bastille. Not an easy
trick that, as Torguemada's
deranged fanatics are on the
loose. Being a sensitive, socially
aware type of superhero, the war-
lock finds that the only way to get
to the heart of the problem is to
hack a few minions to bits. Not that
Nemesis needs to hack them apart
with his bare hooves — equipped

As hack ‘em ups
go this has to be
one of the most
grisly and violent.
There's some-
thing very appealing about
slaying sprite after sprite in
this fashion. Perhaps it's the
satisfying thud of sword and
lead against pixel, or perhaps
the subsequent dead corpse
flying across the screen due to
impact of the weapon on their
insides. Whatever the appeal,
it offers a couple of weeks of
bloody good fun and is well
worth looking out for. The only
sad thing is that these days
companies think that they
need a licence to sell any sort
of product. Personally, | think
it's a gross waste of develop-
ment money and if a program
is as much fun as this | couldn't
give a toss what I'm killing.

2000 AD fans are

getting a bit of a

raw deal with

regards to decent

binary interpreta-
tions of their cult characters,
and Memesis the Warlock is no
exception. Martech have
taken a simple hack 'em up
theme and dropped the
characters in wholesale,
rather than study the
storylines from the comic and
build a game around them.
From a licensing point of view
this game fails completely, but
viewed as it comes, it makes a
terribly good shoot 'n' slash
game, There's loads of action
and the effect of Terminators
being blown across the screen
is great. Interest may wane
fairly quickly, but until then, go
get "em!

with a swinging sword, venemous
acid spit (look out Jan Leeming)
and a death dealing firearm, our
hero blows "em away with the best
of them.

A single platform-filled screen is
the backing for the big man’s
heroic exploits. Killing an alloted
number of denizens opens the
passageway to the next level —
however, this doorway is not obvi-
ous and must be found. As the
corpses pile up it's possible, and
sometimes necessary, to use
them as stepping stones to new
heights.

Ammunition is collected, and
sent in the general direction of the

enemy by pressing the fire button.
When the supply is exhausted, the
fire button activates a head-cleav-
ing sword,

A panel at the bottom of the
screen shows the amount of
ammunition remaining, the
required number of terminators to
be terminated, and a particularly
gruesome depiction of a hand
slowly squeezing a heart. This
bloody graphic relates to
Nemesis’ strength, and each time
he comes into contact with a ter-
minator the hand squeezes a little
tighter — eventually wringing all of
the warlock's life blood and

This isn't particu-
larty marvellous,
but it still cap-
tures some of the
comic strip's
atmosphere. There are certain
aspects which occasionally
interfere with the action, such
as not being able to shoot the
terminators at close range,
Nemesis' plodding pace and
the fact that it is impossible to
shoot and move simultane-
ously. Still, the action feels
wonderful - hacking and slay-
ing, drawing and firing, seeing
the terminators recoil when hit
and watching the corpses pile
up ... gratification beyond
belief!

(Y]

And the body countrises . . . the Warlock lets rip with his death dealing v

weapon on Screan Two

thereby ending the game.

A visage of Torquemada slowly
appears at the bottom right hand
corner of the screen and dictates
his spiritual presence. This effects
his minion's fanaticism, so that
even after disembowelment, Tor-
quemada's goons are often prone
to transformation into scythe-
wielding Zombies.

New hazardgs threaten our hero

With only three of Torquemada's followers left to despatch, Nemesis W
stands proud at the top of the first screen

i
¥ (1]
fFRREd

L L) i
B
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[l [
T |

as he progresses through the
levels — flying swords appear and
bottomless pits open, waiting fora
careless warlock to slip.
Torquemada's terminators are
fanatical in their quest to purify the
universe — so be pure, be vigil-
ant . . . but most of all BEHAVE!

PRESENTATION 87°%

C-ompetent in most aspects,

GRAPHICS 81%

The screen surrounds, definition
and animation are beautiful,
which is more than can be said
for the garish colour scheme that
confuses the backdrops and
sprites.

SOUND 82%

Atmosphenc and inspred title
tune and sparse but suitably
powerful spot effects

HOOKABILITY 77%
oimplistic, aggressive and
enjoyable shoot ‘em up action
tainted by a few minor flaws

LASTABILITY 57%

MNaot enough variety or long term
challenge, but funtopick upand
play any nme

VALUE 68%

It s untfortunate that the price
funds an unnecessary licence.

OVERALL 72%

A waste of a potentially useful
licence, but a gratifying romp of
binary violance,
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its predecessor, Her-
I clules, Gods And Heroes
a50 screen platform game.

The player takes control of Her-
cules, guiding him around the
screens in search of prizes. The
hero walks left or right and moves
vertically by jumping or climbing
up and down ropes.

Vile creatures inhabit the plat-
forms and make the task even tric-
kier by roaming about on a preset
course, removing one of Hercules’
three lives on contact. Some static
objects (stars and little plants for
example) are also deadly to the
touch. Just to make things worse,
booby-trapped platforms pose
problems by either disappearing
or bursting into flames as soon as
Hercules sets foot on them.

Occasionally the prize seems
impossible to reach, but jumping

Now this is a
decent platform

game. No preten-
tions to being

anything hE;

commercial and boring - Go
And Herces is simple,
immensely frustrating but
layable. Most of the screens
ve been su thought
out and are both cult and
rewarding to complete. It's
|mt s0 good - in many ways
than Hercules, and cer-
tainly a lot more addictive than
any recent releases of this
type. It looks dire, and will
probably be  overlooked
because of this, but if you con-
sider yourself an ardent plat-
form fan you can't give it a
miss and expect your consci-
ence to allow you to get away

with it.

This game is eas-
ity described in
one word -
incrediblyfrus-
tratingbutplay-
able. It is the type of madden-
ingly addictive program that
drives people to distraction (or
is it destruction?). Gods And
Heroes is a graphical travesty,
scope a urge ‘com-
plete a scene is quite strong.
Fans of Hercules should go
loopy over Gods And Heroes,
but not falling into this categ-
ory, | wasn't absolutely con-
vinced of its merits. The bor-
derline between frustration
and annoyance is a fine
one ... tread carefully.

into space sometimes makes a
platform appear, allowing what
was thought to be an inaccessible
part of the screen to be reached.
Springboards also help our hero
to reach the parts that other
heroes can't reach.

' the axe at the bottom

until the next screan at least!

Having collected a prize, Her-
cules automatically progresses to
the next screen. A useful option is
that when the game ends Hercules
can carry on from the screen he
left off at by using the option on the
title screen.

' Dangling lifelessly from one of the vines at the top, it looks like
Hercules has just shufflad off this mortal coil

Swinging from vine to vine - Hercules plays Tarzan in order to getto

.‘ i only big ‘H’ can reach the ball and chain, he'll live to fighton . . .

Bad news I'm
afraid, platform
fanatics. The fol-
low up to Hercules
is just as tricky,
just as frustrating and just as
addictive as its predecessor -
Arrgh! Collecting the prizes
involves negotiating some
incredibly devilish hazards,
and just when you think you've
found a clear path . . . the plat-
form bursts into flame under
your feet! The graphics and
sound are a complete and
utter joke, but the playability
passes with flying colours.
There's even a free copy of
Robobolt on the other side -
the unbelievably grotty game
which was awarded the lowest
evar ZZAP! rating. Now you've
Eﬂ; two reasons to go out and

16 ZZAP!64 June 1987
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The Legend of Norman

An Epic Arcade Adventure that takes you into the realms of Fantasy. Guide Norman
through untold perils in the land of GREYFELL on his Quest for the Orb of Life.

“The screens are superbly
drawn, pleasing to the eye

cat's whiskers! o N . PPTRTLY
N I CSTARA MGANS. | iéoticronco hebe
%W;qu ] - . views of 3D I've seen’ r
- : Seclauibaslnpultiasifi. B E? I'il

Watch out for two great new releases from STARLIGHT.
DEATHSCAPE and DOGFICHT 2187 COMING TO YOUR LOCAL RETAIL
on Spectrum, CBM & Amstrad.

C64/128 cass £9.99 C64128 disk £12.99 AMSTRAD cass £6.99 AMSTRAD disk £14.85 SPECTRUM £8.93

“Greyfell is quite simply the
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ZOLYX

Firebird, £1.99 cass, joystick only

@ A simplistic, but phenomenally addictive game loosely based
on the arcade classic Qix

Z

is a spot who lives in a
ack rectangular arena bor-
dered by a thin blue line. His
life is a dangerous one as he is
g?nﬂm'ﬂha troubled by Wh;rg sorts
renegade spots—the which
bounce around inside the walls of
the arena, and another sort which
% around the ar&na;ﬂrdﬁ. Th;
way to survive their dead
tmmhisﬂ%‘nkﬂ&pnn the move —and
this is where problems arise.

Zolyx can move arcund the
arena perimeter quite happily, but
is eventually bound to crash into
ongé of the border-occupying
spots. It seems obvious then, for
Zolyx to travel into the empty
arena — but unfortunately it's not
that simple. The trouble starts
when Zolyx enters the arena — he
leaves a yellow line behind him
wherever he goes, which isn't very
nice because if a spot crashes into
the line Zolyx loses one of his five
lives. Further still, once Zolyx
starts to create a line he can't stop
—doing so means death . . .

There is some good news how-
ever. When Zolyx gets back to the
arena perimeter the area enclosed
is filled in blue - allowing Zolyx to
move anywhere within. Further
intrusions into the renegade spot
space, and successful retreats to
safety, result in enemy territory
slowly being filled in, and more

can't sleep at night - those

little spots flying through my
brain, rebounding off my skull
and attempting to blow me
up ... it's helll My shrink can't
understand it, no amount of
drugs or therapy can prevent
this raging addiction.l... I'm
a Zolyxaholic. When I'm not
actually seated at the screen,
I'm locked away in a world of
my own, inventing sub-games
and working out ways of
reaching level five or attaining

the magical 99%. I'd really like

ull price games are certainly coming under severe attack
from the budget sector these days, and Zolyx merely con-

tinues the trend. It is without doubt the most addictive game

I've played for months, and | personally had to confiscate

everyone eise's joystick to give myself long enough to review
the damn thing. Apart from a limited variety

between screens,

| have no real reservations in recommending that you go

straight out and buy this game = it's tremendous.

v

lite as @ nasty spol

—
his last
covered —and Zolyx loses
Twenty-one percent of 1he SECE0 oy p———

another attempt . ..
e —

to tell you more, but I'm off for l

coming under control of Zolyx.

Sometimes a pair of spots may
be split. In this case neither areais
filled because each one Is
occupied by a spot - con-
sequently Zolyx has to eat away at
both areas to reduce the spot's
superiority.

Qur spotty hero has one trick up
his sleeve. When an enemy
threatens either himself or his yel-
low line, a quick press of the fire
button reverses the paths of the
belligerent pixels. This facility is
available once on the first level,
twice on the second, and so on ad
nauseum . . .

Aconstantly updating numerical
display at the top of the screen
shows the percentage of the play-
Mﬂﬂ that Zolyx has claimed.

the heroic spot has
reclaimed over 75% of the arena
the screen clears to show an
empty arena, filled with even more
renegade spots, and Zolyx is
forced to start to build up his territ-
ory again . . .

" GAmE NAMES
ARE GETTING

— 1
here's one thing that's
really bugging me. Why is

it that a game that looks like a

complete and utter pile of rub-

bish can be so hellishly addic-
tive? The graphics are bland
and repetitive beyond belief,
the sound is simply an after-
thought and there is nothing in
the way of options or a title
screen. But, it's Qix and | love
it. Each copy should come with

a Government Health Warning:

Playing Zolyx could lead to ter-

minal brain fag.

PRESENTATION 47%

Pleasantly lad out, but a very
poar title screen and No options,

GRAPHICS 35%

Plain and simple, but still effec-
tive.

SOUND 29%

A bubbly sort of noise plays
throughout.

HOOKABILITY 97%

Unnervingly simple to pick up.
Harribly difficult to put down.

LASTABILITY 74%

May pall initially, but it's the sort
of game you can come back 1o
and enjoy months later

VALUE 97%

Wesll worth pawning your Granny
10r ..

OVERALL 90%

One of the simplest and most
addictive programs around. Try
it ol you think you can stand the
pace. -




NETHER EARTH

Argus Press Software, £9.95 cass, joystick or keys

race called the Insignians

broke through the Earth's
crust in huge tunnelling machines
and waged war on Mankind. The
surface dwellers had no chance to
defend themselves against this
surprise attack, and the little resis-
tance offered was swiftly crushed
by the powerful Insignian war
machines. The human race was
enslaved and forced into the pro-
duction of powerful robotic craft
which the Insignians used to patrol
their new domain.

Since the first invasion there
have been many attempts to drive
the Insignians back, but all have
failed. Now, however, there is
hope. An enemy base, Kerberus,
has been captured by a small
human resistance force and using
the captured war machines the
three other Insignian bases, Tar-
ras, Faretra and Dioklos, can be
taken.

F Ive 80Ns ago a subterranean

Why s have
mﬂu MNether
Earth in its pre-
sent form is a

complete mys-
tery to me. It looks shoddy and
unfinished, the screen glitches
badly when it scrolls, the prog-
ram crashes at regular inter-
vals, has a large number of
bugs and contains absolutely
no playability. The presenta-
tion is also very poor, the
graphics fail to represent any-
thing other than a series of
grey featureless shapes on a
flat green surface, and the
long-winded instructions offer
little in the way of help. | can't

find anyth worthwhile
about Nether Earth - it's an
inconsequential piece of

binary garbage that should
never have seen the light of

day.

The concept is
tight, but the
execution and
gameplay is
ab HHET\HtL di
use a approach to display
the proceedings? An overhead
or side-on view would have
been far more interesting and
allowed the action to flow fas-
ter and more freely. Sadly, as it
stands Nether Earth is slow,
monotonous and surprisingly
empty. Like so many recent
Argus Press releases it lacks
that vital, indescribable spark
and is severely devoid of
polish. I'm sure Argus Press
are capable ::mmdngmnm
impressive are than this
- 50 how about it?

As leader of the resistance you
dictate all action against the
enemy. At the start of the battle
you control an anti-grav recon-
naissance flying machine, hover-
ing above a diagonally scrolling
landscape. A radar at the base of
the screen shows your position,
and the relative position of any
other relevant features.

Six robot factories are scattered
across the landscape, each pro-
ducing ong of six components —
chassis, electronic support mod-
ules, nuclear, phaser, missile or
cannon weapons. The factories
are initially dormant, but become
active as soon as a robot moves
close. Thus, it is imperative to get
your robot to the factories before
the Insignian forces.

Landing the anti-grav machine

Your custom built war robot appears next to the factory building, v
while enamy tanks rumble past, oblivious to your prasence

on the pad at the captured base
gives access to a production
schedule showing captured fac-
tones, available machine parts
and the current resources, mea-
sured in units and displayed at the
bottom of the screen. Assembling
the components produces fully
working robots, diminishing the
total resources available as each
15 built.

Robots are controlled in one of
three ways. Direct control is
gained by landing the anti-grav
machine on the chosen robot - the
disadvantage of this method is
that only one robot can be control-
led at a time. Alternatively, robots
can be programmed with set
instructions, or ordered to act
independently, searching for and
destroying enemy targets that

owners: first came the Grange
Hill fiasco, and now Nether
Earth comes to darken our
doorsteps. It's a visual night-
mare, consisting of large bland
areas of colour with no detail.
The gameplay is slow and
fiddly, and interest soon

dissipates the task
ahead becomes rent.
Argus Press are fast| any
credibility once had -
Nether Earth s nothing to
rectify this situation.

&

Bl
=

4 I
! d

- COMEY RO Tt

come within their range.

Enemy robots attack through-
out the battle, and the loss of any
resistance craft, factory or base
results in the display of a revised
status report and diminished
resource total. Conversely, con-
quering a factory adds to the figure
and the rebel forces become more
powerful = until finally, the Insig-
nian force is crushed.

With only twenty cradits at your
disposal, youdon'thaveavast amount
of choice when designing a robot

PRESENTATION 41%
Confused instructions, ineffec-
tive title screen, poor on-screen
presentation and a marked lack
of options.

GRAPHICS 22%

Bland backdrops and sprites,
complete with a screen glitch of
seismic proportions.

SOUND 29%

Forgettable title tune and spot
effects.

HOOKABILITY 25%

Little action to enthral, and the
unheaipful instructions quell any
sort of enjoyment,

LASTABILITY 14%

Unrewarding, frustrating and
completely unaddictive.

VALUE 7%

A high price to pay for such a
worthless release.

OVERALL 15%

A potentially good idea ruined by
inept execution.
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aving successfully transfer-
red from a popular cartoon
sernes to an even more
popular range of toys, Masters Of
The Universe and their stalwart
leader He-Man, have now sur-
faced on the 64, courtesy of US
Gold.

Formerly appearing as an
adventure game (reviewed in
ZZAP! issue 24), Masters Of The
LUniverse now takes the form of a
platform game cum arcade adven-
ture, incorporating both scrolling
and flip-screen graphics.

Filling the role of He-Man, you
do battle against Skeletor, the avil
Lord of Destruction (and would-be
ruler of Eternia). Having disco-
vered the 'llearth Stone', Skeletor
has harnessed its magical power
to banish the Sorceress and take
over Castle Grayskull. He is now
building up his army of Clone war-
riors in order to attack the Palace.

Holy trademarks!
How the mighty
have fallen! Once
Master of the Uni-
3 ' verse, poor old
He-Man is now reduced to
playing a sprite in a sub-stan-
dard platform arcade adven-
ture! The joystick-response is
sluggish, and the scrolling is
even slower — the ambling
steroid-man has to stop every
few moves and wait for the
scenery to catch up. Jumping
from platform to platform is
frustratingly tricky, requiring
virtual pixel-perfect precision
to ensure a safe landing. |
found myself becoming
increasingly irritated with
every play and was glad to
switch off. The mostridiculous
thing of all is that fans of the TV
series will probably rush out in
their thousands and buy it
without even looking atit...

MASTERS OF THE UNIVERSE

US Gold, £9.99 cass, £14.99 disk, joystick only

High in the battlements, He-Man is surrounded by Skeletor's Clones. A
Surely no match for a Master of the Universa?

Orko, He-Man's magician
friend, has become imprisonad by
one of his own spells, and cur-
rently lies helpless, somewhere
within the fortrass.,

He-Man must enter Castle
Grayskull, free Orko and present
him with the correct ingredients to
enable the sorcerer to turn He-
Man's Sword of Power into an
‘Atom Smasher.' Only then can
He-Man destroy the llearth Stone,
and rid the land of Skeletor once
and for all!

He-Man initially appears in Cas-
tle Grayskull. Running the gauntlet
of Skeletor's Clones, he seeks out
Orko who is hidden in one of the
towers. Aftacking Clones are
despatched with a deft blow from
He-Man's sword, but as he prog-
resses further into Skeletor's
domain, this task needs more than
just a sharp edge. The sword of
Power is strengthened by collect-
ing magic icons which enable it to
fire bolis of energy, killing the
Clones from a distance.

He-Man follows a treacherous
path through the castle, leaping
from ledge to ledge and using plat-
forms and spinning elevators to

Graphically, Mas-
ters Of The Uni-
verse is a very
pretty product.
The backdrops
are extremely smart, almost
capturing some of the car-
toon's atmosphere. It's only
when you begin to play the
game itself that initial hopes
are brutally shattered. He-Man
lethargically lopes around,
and even that's too rapid for
the backdrops. Control of He-
Man himself is awkward, and
leaping onto platforms and
elevators proves annoyingly
difficult to accomplish. Con-
sequently, a lot of time is taken
in merely to move
around, rather than actually
achieving any objectives. The
more perseverant amongst
you may find a decent chal-
lenge in this; | founditachore.

It looks wvery
pretty, but
beneath the
impressive

exterior lies a

sub-standard platform game.
Controlling He-Man isn't easy
(being able to fall off a platform
by moving out of the screen
doesn’t help), and running
around, jumping from platform
to platform and fighting
Skeletor's minions is slow,
monotonous and frustrating.
This isn't exactly a complete
waste of a licence, as | can see
it appealing to fans of the toys.
But as a game in its own right
- forget it.

Skeletor closes in for the final confrontation with He-Man: can our W
hero save the day — and all Eternia into the bargain . .

negotiate the rooms and pass-
ages.

The ingredients necessary for
Orko's spell are gathered from
around the castle and its grounds.
The recipe is very specific, and if
the wrong items are usad the spell
will not work.

The screen displays He-Man
and his surroundings, with a status
panel appearing beneath. Infor-
mation regarding the strength of
his sword and body shield is pro-
vided, along with a graphic rep-
resentation of the items collected
for Orko's speill.

If the power of He-Man's body
shield is reduced to zero, any
further contact with Skeletor's
henchmen proves fatal = and He-
Man only has four attempts to
complete his task.

PRESENTATION 62°%

Poor instructions and limited
options.

GRAPHICS 85°%

Colourtul backdrops and
characters, but annoyingly slow
all round

SOUND 63%

Stirring He-Man tune trundles
along during play

HOOKABILITY 37%

Slow gameplay and awkward
contral dampens the
enthusiasm

LASTABILITY 42%

A lot of castle to explore, but at
the speed He-Man moves it
could take many tiresome
WEeks

VALUE 32%

A Nign price to pay 1or some
attractive graphics

OVERALL 44%

Aweak concept dressed up with
a powerful icence. It's cheaper
and more rewarding o buy the
toys and use your imagination, or
10 watch the TV senes
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THE ULTIMATE WARRIOR THE ULTIMATE GAME
CAVAJLAELE FOR:
o askSPECTRUM. [ RARRARIAN
AN AT AMSTRAD CPC s e

COMMODORE VERSION AMSTRAD VERSION
Available fru!-n all good computer game stockists, Send cheque or postal order for £9.99 (Cassette),
or by mail order from: Palace Software, PALACE SOFTWARE or£12.99 (Commodore or Amstrad Disk) plus 80p P&P.

275 Pentonville Road, London N1 9NL. Access and Barclaycard holders telephone 01-278 0751.



JON RITMAN AN
PRESENT DOUBLE T}

-

'NIE DRUMMOND

What a tremendous game! The graphics are
superbly designed, the characters perfectly
animated, the gameplay so addictive you'll never
want to switch off, There is plenty of variety and
an abundance of humour. Head Owver Heels is set

to become 8 clagshc

Hi! My name’s Mr. Head. Some say I'm the one with the brains but [ don't think my flat footed friend would agree.

I'm a real sharp shooter, but without my pal Mr. Heels I'd get nowhere fast . . . or slow! I can jump like a flea

and even glide but Heels is the Daley Thompson of the two of us — he's FAST! Together, if we can find each

other, we really do make an awesome twosome, and that's the only way we can overcome the emperor

Blacktooth. The last time we entered Castle Blacktooth we found the crowns of THREE of the supressed

Kingdoms but by that time I'd run out of doughnut ammunition and my buddy was lost somewhere in the Safari world
— it was the closest we had come to defeating that rapscallion - we were jumping for joy, splitting out sides, dying with
laughter . . . we were Head over Heels!

- |

Ocean Software - 6 Central Street - Manchester - M2 5NS - > _
Telephone: 061 832 6633 - Telex: 669977 Oceans G . ' ——— .
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Save wear on your expansion port: 3 slot Now a full Midi Interface for your 64/128 at 2
Matherboard for 64/128 realistic price!  pneT FREE

wE16.99 5

POST FREE
[] ACCEPTS 3 CARTRIDGES MIDI IN
| SWITCH IN/OUT ANY SLOT || MIDI THRU
"] ON BOARD SAFETY FUSE 2x MIDI OUT 3
[ HIGH GRADE Compatible with most leading softwase packages:
i Eg;?fmigﬂﬁﬁ * Advanced Music System = JMS » SEIL, eic
AVAILABLE NOW!! Special Ot | Buy Mich biertace + achranced mansc

wretem anly E6998 + £ postege |disk onlyl
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DIGITAL SOUND SAMPLING s o s
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TOOLKITIV -

THE ULTIMATE DISK TOOLKIT FOR 1541/1540
Ioolkit IV has, for some ume, been generally recognised as the
best disk woolkin available. The only problem for Datel was that
it was distnbuted by someone else!! So when the opportumty
1o abtain the nghts came our way, we jumped at i, And what's

more, in keeping with our general pricing pobicy, we are offering 1t at less than
half the previous selling pnce. A disk toolkit 15 an absolute must for the senous
disk user and TOOLKIT IV has more features than most for less

oy Ty
DMEK DOCTOR V2 - Read s winie oy rark
AND SECIF including :uul sl e ""|:||'||!|!|l!| 1k FAST DISK COPY - Copy on ETaLE (158
Hepar damaged secinrs: Look ungernearh ward ¢ minuies or less useng snga 154
BIHITS FAST FILE COPY - Sefacinn (e copy. Wk
HEADER/GAP EDITOR - Decodes and desplay al upin B imes noemal spegd

ML header infoemamos inchadey off bvies ane
header gap Pewrne e ennie Beacer s heater
gae- Fanumber seciors. Mso edit any sector il gagp

-

FOIRMATTER - 10 zecond lopmet an emlie dish
of lormal amy mdsdisl Back i hal rack U io 41
DISK LOOK - 5o dupcaory Recovr Ing files 1 Fadating amy of 30 parsmeneds (0 create of mieeale
Lhplay lile sty and addpsses: Dhaassemble any UNHie SEk Inrmans

file progeam directly feom the disk so SCREEN o
PAINTER inphdng undncumanted apoodes B ERROR EDIT - Ouickly find and receeate all read
Ham Much. much mone BieOrs imcludmi fxtia did mnahheied Facks o

. . o seciors and half racks fromi 0 10 41 evan recmee
HII]E it i -'ii'l = """J";"""""' data unde ervars and allows you to sedeling any
code piograms by wpto BI%: Soves dok space APBESRIY BAPRMEIATS

Compacted progiams rafi g nonmal i ool § iaaibsain

PLU DISK DRIVE SPEED TEST, DISK ERASE. DISK DRIVE RAM MONITOR, DISK LDG. BASIC
COMPACTOR/UNCOMPACTOR, FILE MAKER + MUCH, MUCH MORE

TOOLRIT IV 15 an absolute must for the serious disk uger. It has oll the rautines that the athers have
phus all the ones they don't . . . thare is no better product eveilable at amy price . . . svailable now
compleie with comprehensive instructions

STOKE ON - TRENT TEL 0782273815 e s Catalogus +
FAX (0782 264510 apoczeostace Order Page

USUALLY SAME DAY 74 HR CREDIT SEE US ON
DESPATCH ON ALL ORDERS CARD LINE PRESTEL
SENDCHEQUES P Qs TO
UNITS 88 PAGE No.  Jf
FENTON INDUSTRIALESTATE 2588800004 |
DEWSBURY ROAD. fenton, ﬁ 12 Page
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CYBORG

CRL, £8.95 cass, £14.95 disk, joystick with keys

varnus is a huge asteroid —

locked on a fatal collision
course with Earth. Carrying
a cargo of seven top scientists, the

good ship Strata set out on its mis-
sion to find a way of altering the
path of the rock. That was two
months ago, and since than . ..
nothing.

A cyhorg sent to ferry supplies
and re-establish contact with the
team finds only a deserted ship
and e garbled message left by one

The long-awaited
Cyborg finally
graces the ZZAP!
computers

and... well, it's

a little disappointing. There
are some very nice graphics,
with plenty of detail but the
backdrops tend to be a bit on
the gaudy side. The action is
somewhat tedious, since it
sgems more difficult for you to

kill the aliens than it is for them
to kill you. Consequently, it
could well take several serious
attempts to make any prog-
ress at all. An annoying aspect
is the constant use of the f1
key to access the options
sheet, and also the precision
needed to go through door-
ways — especially when under
severe afttack. As it stands,
Cyborg needs more life
injected into it before its
potential is fulfilled.

Cyborg is here at
last, but sadly the
end product

doesn't live up to
the pre-release
hype. The concept is com-
mendable, but the gameplay is
severely marred by an
extremely awkward control

method. The graphics portray
the action very well, but the
lack of good sound effects
ruins the atmosphere. Ulti-
mately, the main problem is
the playability — it isn't reward-
ing or addictive enough. You
may think differently, but I'd
recommend that you look hard
before reaching for your wal-
let.

of the scientists; the asteroid Is
actually a huge alien ship, on
course for Earth and intent on its
consequent destruction.

You take the part of the cybon
— a strange combination of fles
and metal; better than just
machine — more than merely
human. His actions are controlled
by joystick or keyboard, with the
mission beginning on the surface
of the asteroid.

The first three levels are acces-
sed on entry to the asteroid, with
each level containing rooms to be
explored. A host of aliens and
robots patrol and must be
destroyed or avoided, as the
cyborg can die like a human being.

?‘ An attacking droid chases the cyborg through a corridor on the third
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& Cyborg stands alone in the control room of his ship, contemplating

the mission ahead

Entry is gained to locked rooms
by use of a code number, with the
codes for each level obtained from
computer terminals around the
complex. Control of the asteroid/
ship is your ultimate aim, but
where is the main computer —and
c?n you operate it even if you find
i

The screen is split in two, with
the main display forming the upper
half, showing our hero and his sur-
roundings, including the enemy
and any potentially useful objects.
The lower half is taken up by an
options display and read-out
panel, which controls nine func-
tions and is accessed by pressing
f1. The game can be paused, and
the current situation saved to tape
and reloaded as reguired.

The cyborg operates using a
power unit, which is protected by
a shield. The shield’'s energy drops
while blasting, but slowly regener-
ates itself. The power unit is dam-
aged when the shield's power is
reduced to zero — if the power unit

-:.-%f’ HEF Fid.d ‘i—‘ —

also reaches this level, the cyborg

dies and the Earth is doomed.

. There doesn’'t

' seem to be a
great deal to

Cyborg and the

fact that it's slow

and dreary doesn't help. It
doesn't feel good and the
incompetent graphics and

minimal sound effects ruin the

atmosphere. It would have
been neat if extra equipment
could have been picked up and
bolted on along the way, and if
there was more to do than
trudge around, occasionally
shooting guards and robots.
But, unfortunately, there's lit-
tle in the way of stimulating
action, and certainly not
enough absorbing gameplay
on offer for the price.

PRESENTATION 57%

The instructions are purposefully
sparse, and consequently a little
unhalpful.

GRAPHICS 71%

Fair 3D effect, animation and
bas-relief backdrops.

SOUND 31%

Mo music and limited effects.

HOOKABILITY 45%

The awkward control and poor
mstructions do little to pave the
way.

LASTABILITY 41%

Large complex to explore, but
not enough varied or absorbing
action.

VALUE 43%

A gloritied and expensive sight-
seaing tour.

OVERALL 45%

An exciting concept which
hasn't been suitably utilised or
exacuted.

T
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et in a mine's dank shafts

and caverns, HERO follows

the exploits of Roderick
Hero, a member of the HERO team
- Helicopter Emergency Rescue
Operations.

Kitted out with a Heli-Pack,
dynamite and a laser pistol, old
Rodders descends into the dark
depths to rescue a party of lost
miners. The intrepid hero ignores
subterranean hazards including
large poisonous spiders, bats and
snakes.

I'l' .|"F'I" 'h':]r

N

Hero's path is barred in many
places by walls of rock — blasted
aside by use of dynamite. How-
aver, when a charge has been

HERD looks

awful, sounds

terrible but plays

absolutely beaut-

ifully. What app-
eals most about this classic
oldie is that it's simple in con-
cept, but remains incredibly
challenging and addictive.
While the gameplay is basic,
finding the right route to the
stranded miners takes some
doing. Some of the later levels
are very tricky, and it's quite
easy to take a wrong turn and
end up screens away from the
objective and out of power. At
two quid this iI5 a steal - it
might be three years old, but
it's still as fresh and exciting
a5 ever,
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& Things are looking bad for Rodders: it's his last life, only one stick of
dynamite is left, and his power's running low too . . .

dropped Rodenck has to run clear
lest he be caught in the blast!
ohould Roderick run out of
dynamite and subsequently
encounter another wall, continu-
ous blasting with his laser pistol
chears an adequate path. This
method's drawback is that it sen-
ously depletes his power, dis-
played as a diminishing bar at the
bottom of the screen. A life is lost
when the power level reaches
zero, and also when any contact is
made with creepy crawlies or

LEVEL:Y

HERO™
- - - -

Capyright 1984

glowing red lava walls.

Points are amassed during the
game for the destruction of crea-
tures, removal of walls, and the

gventual rescue of each miner. The.

amount of dynamite used in the
operation and the remaining

Mow, this is what

I call a game,

none of this

poncing about

with licensing
deals - just pure and simple
creativity. What particularly
appeals to me is the way in
which the game slowly unfolds
the further you get. Each level
presents new problems, and
slowly but surely you begin to
learn the way things work. It's
a pity that the sound is scarce,
as | can't stop thinking how
brilliant it would be with a tune
playing throughout. One of the
best games to spend a couple
of coins on this month.

v About to blow up a lava wall, Roderick stands well clear to avoid end-
ing up in bits

LEVEL:S
——m LTI TS IO
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power level are also taken into
account,

The mine is split into 17 levels,
with a miner at the bottom of each.
Later levels can be accessed from
the title screen and played as nor-
mal, allowing you a taste of what's
to come without having to play
through the earlier stages.

Even

= = ¥

though
was first
released around
three years ago it
still contains
heaps of playability. It's
nothing to shout about graphi-
cally, but it does have one or
two neat effects and has
enough addictiveness and
depth [excuse the pun) to keep
most people amusead for some
time. Possibly overpriced
when first released, it really
hits the mark now and
shouldn't be missed.

JUMPIN' JIMMY

Midas Marketing, £2.99 cass, joystick only

with a fruit fetish, willing to

go to any lengths to acquire
his favourite food. His quest takes
him over a large platform-filled
area, where all manner of native
Australian creatures attempt to
bar his way. Koalas, Snakes and
Spiders conspire against him,
throwing ripe bananas and
boomerangs, or momentarily
stunning him on contact. Being a
boxing kangaroo, Jimmy can deal
with most creatures by use of his
fists. This knocks them momentar-
ily unconscious, enabling him to
escape.

The playing area I3 set across
six scrolling screens. When a likely
looking place appears for Jimmy
to start his search, any movement
of the joystick causes him to leap
down from his perch and land on
the first platform beneath.

Fruit lies around the playing
area, forming the shape of num-
bers — a feature which becomes
more apparent when viewed from
the top of screen radar. Other
landscape features which both
help and hinder our antipodean
hero are glowing stars (which
transport him around the land-
scape) and elevators which allow
him to reach other platforms.
There are also baby kangaroos to
be collected, along with valuable
jewels to increase his score.

Falling from a platform or collid-

' umpin’ Jimmy is a kangaroo

ing with anything hostile causes
Jimmy to sprout wings and a halo,
whereupon he floats, angel-like, to
the top of the screen and a life is
lost.

Up to four players can partici-
pate, competing over four sepa-
rately loaded levels. Details relev-
ant to the current screen are dis-
played during loading, giving clues
as to the use of any collected
objects.

Platform games
are not exactly a
dying breed, but
they should at
least be a pro-
tected species. Jumpin' Jimmy
represents the worst of the
genre., It's tremendously
difficult to play, with almostno
serious objective other than
collecting the fruit. Matters are
made worse by illogical
gameplay, where literally step-
ping from one platform to
another causes death. Some-
times it makes you wonder if
these games are play-tested
at all before being bundled off
to the distributor. Leave the
three quid in your pocket. ..
and Jumpin' Jimmy on the shelf

Making a game
challenging is
one thing, but
making it totally
unplayable is
another. Jumpin' Jimmy is so
difficult that it's hardly worth
the bother of loading. The
most annoying points are the
really odd control method,
Jimmy dying when he falls just
one pixel (yet he falls ten times
that height when he jumps)
and the useless instructions
which give no indication as to
what should be done. These
faults tend to overshadow the
few endearing factors and
complete frustration sets in
after a few goes of getting
absolutely nowhere. Having to
reload after each go is the last
straw.

where it belongs.

v High on a platform, Jumpin' Jimmy surveys his surroundings. How
can he reach all that scrummy fruit?

on

u_mpi'ﬂ-

| can't see why
the programmer
bothered to make
this so hard - los-
ing a life because
the character under your con-
trol falls to a platform only a
few pixels below is ridiculous.
| also can't understand why
the program requires a multi-
load - none of the levels are
bursting with amazing
graphics and sound or out-
standing gameplay which
push the 64 to its limits, so why
make an u yable game
even more unfriendly by using
a multi-load? Some of the spot
effects and jingles are clear
and effective, and the game
has style, but it's severely
lacking variety and playability
- a pity, as it could have been a
neat little budget game.

PRESENTATION 47%

Good options, but a ndiculous
multi-laad system

GRAPHICS 29%

Simplistic but colourfu

drogs and mirscule spri

SOUND 69%
Some quality jingles and spot

aeffects

HOOKABILITY 31%
Extremely difficult, frustrating
and tedious

LASTABILITY 25%
Ary remaining urge to play is
heavily dampened by the muiti-

load

VALUE 34%

Too frustrating and unplayable
to be worth the relatively cheap
ASKINg Price.

OVERALL 27%

A potentially entertaining prat-
form game ruined Dy its
tion.
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STAR RAIDERS 1l

Electric Dreams,£9.99cass, £14.99disk, joystickonly

tar's Star RHaiders never

appeared on the Commo-

dore, so this is really a
saquel without a predecessor. The
original version (which appeared
all of eight years ago), saw the
player destroying the invading
Zylon fleet single-handedly. The
avil Zylons are back, and the only
parson between them and the
destruction of the entire human
race is you — pilot of the most ver-
satile fighting ship in the galaxy,
the Liberty Star . . .

The screen is split into two main
display areas — the top half taken
up by the cockpit window, the bot-
tom comprising a weapons and
status display panel.

The conflict takes place over
two separate star systems: yours
and the invading Zylons’. Amarker
shows the current position of Lib-
erty Star, with an icon used to
nighlight map features such as
planets or attacking fleets. To
nyperspace to a new location or
system, a destination is plotted
with the icon and the fire button
pressed.

After - an initial
disappointment,
Star Raiders |l
gradually began
to grow on me.
What's most appealing is the
the way you have to control
several functions at once. It's
a shame that the graphics and
sound don't support the
interesting and involved
gameplay - the program looks
and sounds bland, and most of
the sprites and planetscapes
are poor. There's plenty to
keep an avid galaxy-saver
happy for a number of weeks,
but before you purchase con-
sider a point — Americana's
Sentinel is a far, far classier
product, offering more playa-
bility and depth and it's seven
quid cheaper.

Fleets of Zylon craft fly from their
nome system to carry out raids. If
left unchecked, a fleet flies down
to a planet’s surface and wipes out
its cities one by one. When every
allied city is wiped out the Zylons
are considered to have won the
battle and the mission is termi-
nated.

An invading fleet can itself be
attacked by hyperspacing Liberty
Star to the threatened sector. The
annihilation of a Zylon attack force
requires the destruction of ten

BRI
TR IRY

nimble attack fighters, five
motherships and a large flagship.

Throughout a skirmish the
craft's power cells are drained,
with this drainage represented by
a diminishing bar on the status
panel. The power cells are topped
up by hyperspacing to one of the
two giant space stations on oppo-
site edges of the home system,

The destination of your starship is shown using a hi-tech computer . . . v

and a pointy hand!

here the Liberty Star automatically
docks and the batteries are
recharged.

As well as guarding the home
planet system, there I8 the prob-
lem of undertaking bombing runs
over Zylon planets. Fallure to do
s0 results in the continuing pro-
duction of Lylon craft, and con-
sequently an  overwhelming
number of attacking fleets. Bomb-
Ing runs are carried out by travel-
ling to one of the planets in the
Zylon system, and utilising the 20
air-to-ground missiles which the
Liberty Star carries specifically for
this task.

When the complement of
bombs have been exhaustaed, the

I've never been
particularty fond
of Star RHaigers, |
aithough | did |
enjoy {
Amencana's Sentinel which is
in a very similar vein. This
sequel doesn't seem much of
a progression over iis pre-
decessor, in fact in many ways
it's a regression. Star Raiders |
isn't as atmospheric or |
polished as Sentinel, offers
less variety and piayability,
and Is considerably more
expensive. Basicaiiy, i
wouldn't bother.

A Zylon ship disappears in a cloud of vapour, high above the planet’s L 4

surface

Liberty Star flies back to the home
system and rearms by docking
with a space station.

The action continues in this vein
until either the home planets lie
barren, or the entire Zylon fleet and
their planets lie in ruin — it's them
or us, ace.

The  advertise-
ments for Star
Raiders |l have
certainly been
around for long
enough, and finally we have
the game - | think | prefeirred
the aaverts! The onginal Star
Raiders never made it to the 64,
though there have been many
releases of a similar design.
Star Raiders || does have a little
variation of gameplay, but
hardly enough to warrant its
asking price. It offers nothing
new in the way of graphics,
and there are ceriainly no
musical advances. Essentially,
Star Raiders |l is playable but
overpriced.

PRESENTATION 83%

Good all round, pleasant and
wall packaged.

GRAPHICS 58%

Some of the sprites are very
chunky and the backdrops are
far from brilliant.

SOUND 40%

Poor title screen tune and sub-
standard sound effects.

HOOKABILITY 69%

Initially confusing, but enjoyable
nevertheless,

LASTABILITY 57%

Plenty of galaxy saving fun to be
had, but only if you're heavily into
this type of game.

VALUE 39%

Too high a price tag for a barely
above avarage game.

OVERALL 58%

Disappointing. A mediocre
sequel to a classic game. Only
lkely to appeal to the most
ardent of addicts.
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he Secret of Kandaris a flip-
screen, graphical adventure
set within a huge Castle. The
fortress consists of rooms, dun-
eons, and battlements, set on dif-
erent floors and accessible by
stairways. Taking a firm grip of
your joystick, you guide the main
character around in search of ‘the
secret’ — whatever that may be.

I'm finding it
difficult to make
up my mind about
The Secret of Kan-
dar - it looks hor-
rendous, but it does possess
some playability. Mapping is
essential, especially as the
instructions don't even tell you
what it is that you are sup-

to be looking for!
Adventure junkies in need of a
fix could well find this appeal-
ing, but think again if you like
your adventures with a liberal

sprinkling of quality.

ar into the future, Dracula
F and his vampire followers

have risen again to take take
control of the Earth and its space
stations, continuing their reign of
tarror over mera mortals.

Trapped in an otherwise hum-
drum existence, Brok the Brave
has gladly taken on the greatest
challenge of his life: to enter
Dracula’s castle and despatch the

30 ZZAP!64 June 1987

THE SECRET OF KANDAR

Power House, £2.99 cass, joystick only

The quest begins with your
character standing in front of the
castle, adjacent to the main entr-
ance. Useful objects are scattered
around the floor and are picked up
by walking over them. The col-
lected item is exchanged with the

first item in your inventory, as only
two objects may be carried at one
time.

Keys are used to open doors,
which are subsequently passed
through by placing your character
in front of the door and pushing

The battlements of Castle Kandar: an axe awaits collection-afterthe W
vicious dog has been dealt with . . .
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fanged bloodsucker, thus freeing
the world from the evil blight of
vampirism for ever,

The destruction of Dracula
won't be easy though - there are
four initial tasks to be completed
within the castle, before the Count
is finally confronted in deep space.

Initially, five keys must be found
and placed in their respective
locks, opening all the doors in the
castle. To make things a little more
difficult, one of the keys happens
to be found on the opposite side of
a vast chasm, which can only be
traversed if a pedal-powered
generator is fixed.
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Brok's energy is & bit on the low side -

chicken under the table

the joystick upwards. The screen
then flips to the new location, be it
a room, cell, or corridor.

Your search for ‘the secret’' is
hampered by the presence of
flying bats, scurrying mice, ogres
and ghostly suits of armour which
attempt to bash your skull in with

The gaudy and
chunky graphics
are the most
instantly striking
feature of The
Secret of Kandar. The pixels are
ten times their normal size,
giving the effect of a ZX81 with
an add-on colour board. The
sound is funny too - a musical
cacophony of hooting and
wailing which doesn't quite
grate the ears as badly as the
graphics grate the eyes. But,
and this is a big but, there is a
game in there — albeit a very
simple one. There are a
hundred screens in dire need
of mapping and a number of
tricky problems to solve - not
bad for a two quid program.
Try Pitfall Il or Feud first, then
have a look at this if your
adventuring hunger hasn't

been satisfied.
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an axe. More fiendish adversaries
lie in wait in the dungeons below,
leaping on you as sS00n as you
enter their cell. Contact causes the
loss of a life, and transports you
back to the initial location at the
front of the castle.

The status of your character is
viewed at any time by pulling down
on the joystick. The status sheet
then flips down, showing your
score, the amount of lives remain-
ing, the number of locations visited
and the items currently in your

This program
looks and is
unpolished and
, but it's not
all that bad to
play. Beneath the laughable
graphics and sound is a
reasonably neat exploration
ame, dying to be let out. What
can't understand is why
somebody else wasn't bought
in to do the graphics and
sound - the programmer can
obviocusly put agame together,
he just can't draw or write
music. As it stands many
people will be instantly put off
by the amateurish presenta-
tion, which is a shame
because it's not all that bad.

The third task involves finding
and opening six magical shutters,
allowing sunlight to purge the cas-
tle. Finally, collection of a hammer
and stake allows entry to the top of
the castle, where a teleportation
device hurls you into space. Here,
equipped with laser and jet-pack,
you attempt to defeat the Prince of
Darkness himself.

A side view is presented of the
castle and its denizens, with our
hero appearing near the bottom of
the screen. Brok makes his way

possession. Pushing up on the
joystick returns you to your quest.

PRESENTATION 48%

No title screen to speak of, and
barely average in-game presen-
taton

GRAPHICS 21%

Very basic, chunky and aimost
otfensive 1o the eye

SOUND 27%

Awitul renditions of several class
ical tunes play throughout the
ueast

HOOKABILITY 51%

Mildly compelling exploring
action, if you can bear the crude
axterior

LASTABILITY 39%

Plenty of locations to explore,
but there's no real urge to see
them all.

VALUE 49%

Provides little more than a
couple of afternoon’s entertain-
rment

OVERALL 41%

A reasonable arcade adventure
maostly let down by ugly cosme-

[ics

through the castle, negotiating all
manner of platforms and obsta-
clesin orderto progress. Dracula’s
followers make regular appear-
ances, with contact causing a
severe loss of energy. Should
Brok's energy dissipate entirely,
the Count has won and the mis-
sion has to begin again.

XENON RANGER

The Power House, £2.99 cass, joystick only

s any mere Ranger will tell
you, to reach the grade of
‘¥enon', is the ultimate
aspiration of any copter pilot. This
unusual combination of shoot 'em
up and platform game offers you
the chance to earn that coveted
title.

The screen is split in two — the
two-way horizontally scrolling
shoot 'em up occupying the upper
half with the platform scene below.
These appear concurrently but are
played as consecutive sections.

fering the slight
being totally

yes ... one other tiny flaw is
that the main character is slow
and virtually impossible to
control. Don't even think about

buying this.

| don't like this at
all, and I'm
annoyed that I've
wasted my time
playing it. hh:
way | have some -
ﬂumm-hm
enough to be totally incapable
of offering any sort of enter-
tainment. sections are
Imdﬁlmlydull.

Beginning with the shooting
match, you take control of a
helicopter flying around an alien
landscape. :{:he aim is to collect
energy packs, while dodging and
destroying the alien choppers who
fly about in hot pursuit. Having
landed on a pack, it attaches itself
to the rear of the chopper. You
then fly back to the underground
entrance, where the pack disap-
pears and is noted on a counter at
the top of the screen.

When two other packs have
been collected, the entrance
opens and you drop from the cop-

I'm not quite sure
what the prog-
rammer was aim-
ing at when he
first started prog-
ramming this computer prog-
ram, but the end result is a
two-part mish-mash of rub-
bish, The shoot "em up section

platform vk ﬂ?ﬂfm
the me is
frustrating dg:n to the poor
control method.

ter down to the underground plat-
forms. Here you wend your way
through a vanety of hazards, leap-
ing deadly bushes and avoiding
laser beams. Both of these deplete
your energy, as displayed on a
diminishing bar meter. When the
meter reads zero, a life is lost and
you are returned to the first plat-
form, ready to start again.

E
i I

RESENTATION 42%

GRAPHICS 25%
['r':..' T = [ la T -| ' = >
SOUND 29%

fdds nothing tothe atm

HOOKABILITY 32%

LASTABILITY 20%

VALUE 26%

| ir T

OVER - Al

A lone Xenon Ranger patrols the planet surface, while underground W

all is quiet
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aving been sent to prison for
H carrying out a daring raid on

a South Yorkshire mining pit
in Wanted Monty Mole and then
escaping to the safety of Europe in
Monty On The Hun, the intrepid
Monty Mole is back - travelling
through Europe in search of
enough money to purchase Mon-
tos, a secluded Greek island.

Like its immediate predecessor,
Auf Wiedersehen Monty is a flick-
screen platform game in which the
player has to guide the mole
around a system of screens filled
with platforms and ropes. Monty is
an athletic little creature and can
climb, run and jump - a useful
saries of actions considering his
anvirgnment.

Money is acquired in two ways -
either by collecting Eurocheques
which are scattered throughout
the map, or by picking up items
and dropping them off in the cor-
rect places. For example, the
Mona Lisa has to be stolen, a
Swiss bank account opened and a
car entered into a Grand Prix.

I'm all for innova-
tion, but there's
nothing remotely
innovative to be
found here. When
it boils down to it, Manic Miner
offers as much, if not more,
#ynhillty and innovation.

ere are more screens and
platforms - but the weak
gameplay offers nothing new
or exciting. The bonus/inter-
mission screen is totally point-
less, and represents no chal-
lenge whatsoever. An archaic
and exhausted formula with a
modern price tag - Auf
Wiedersehen Monty... and
good riddance.

AUF WIEDERSEHEN MONTY

Gremlin Graphics, £9.99 cass, £14.99 disk, joystick or keys

R L

LE

‘ Mo, Monty isn't in Australia - he raally can walk on the underside of

platforms!

sometimes completing a task
involves flying from one part of the
map to another, which involves
finding an air ticket and an airport.
When Monty's standing at the air-
port and the Commodore key is
pressed, a single cloud-filled
screen is shown. Monty appears
in a biplane and proceeds to follow
another similar plane piloted by an
Intermole agent. Touching the
back of the enemy plane with the
propeller destroys it, eaming
Monty bonus points. Another
plane then appears, giving the
player another chance to eamn

points, until the destination is
reached.
Throughout his cash-raising

quest, Monty is beset by the foul
inhabitants of Europe. These hor-
rors arent like the tourists we've
all come to love and adore. This
type of European is mean, twisted

What's most dis-

appointing is that

after a year and a

half the only new

thing Monty Mole
can offer is a little bit of break-
dancing. Auf Wiedersehen
Monty isn't much of an
improvement over Monty On
The Run. W's very slick and
polished, but when you get
through the gloss you find that
the gameplay is virtually iden-
tical, the graphics are very
similar and the tune, if any-
thing, is a regression. When
Monty On The Run came out in
1985 it stunned us with its
amazing music and pretty
graphics, this time around a
very similar product simply
doesn't appeal. Gone is the
urge to solve those incredibly
obscure and devious puzzles,
gone is the excitement and
with it, hopefully, is that damn

| hadn't played
any of the previ-
ous Monty games
(ves, I'm the one),
so Auf Wiederse-
hen Monty was relatively fresh
to me. Even so, | can't admit to
be being overly impressed
with it. The solutions to the
‘puzzies’ are really obscure
and death arrives all too r:ﬂ:;
larly, making it annoying

a while. | can appreciate the
lure it must have for some
people, but there seems to be
little difference between this
varsion and the last, so why
bother? Try Gods And Heroes
instead - it offers a lot more for
considerably less.

" If Monty takes the air ticket, he can say Auf Wiedersehen to Luxembourg . . .
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and mutated, and either floats,
patrols or leaps around a screen
on a preset course, removing one
of Monty's seven lives on contact.

As well as dastardly hostiles,
there are deadly plungers which
pound up and down randomly,
glectric platforms which frazzle
and strangely coloured waters in
which Monty drowns. Just to heap
a little more misfortune on Monty's
narrow shoulders, some harmless
looking objects are dangerous
when collected, Picking up wine
bottles makes the velvety one
drunk and he stumbles around
randomly under his own steam
until he ‘sobers up'. Bad news
indead, because during this period
he's more than likely to stumble
into something deadly and die.
Aaah . . .

PRESENTATION 73%
Generally unexciting with no
options to speak of and an unim-
pressive title screen.

GRAPHICS 68%

Detailed. monochrome charac- |
ters and colourful backdrops.

SOUND 79%

A predictable but listenable tune |
and simple spot effects and jing-
les. :

HOOKABILITY 61%

Initially mildly interesting but

frustrating with it. |

LASTABILITY 47% |
Even platform fanatics may find |
the action too repetitive and
LJI'”'E."-.'v.'EIr'ijI'II;.

VALUE 33%

Fartoo much for suchan ageing
concept

OVERALL 46%

MNothing new on offer — even the
maost ardent of Monty fans is
ikely 1o be disappointed.
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graphics and thrilling action.

COMMODORE
£8.95 cassette £12.95 disk

Ocean Software + & Central Street - Manchester - M2 BNS
Telephone; 061 832 6633 Telex; 669977 Oceans G
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ENTER THE TUBE IF YOU DARE!

- SURVIVE THE TRANSFER'ZONE, STEER THROUGH THE
INNER TUBE DEFENCE MECHANISM TO REACH THE
CAPTURE uma ;

THE TUBE IE AN AMAZING FAST A.DTIBH SHOOT EM III'
WITH SUPERB GRAPHICS AND SOUND.

ONLY THOSE WITH NERVES OF STEEL SHOULD APPLY.

@E

# Victory House, CBM 64 and Spectrum'

7| Leicester Place,
S Fresa | L’nndung WCEH ?HE
H.ll'r_"'.m.l T | Tel : u1‘439 UEEE £8 9 5




PITFALL Il

Firebird/Activision, £1.99 cass, joystick only

tories of the Lost Caves of

Machu Pichu and the curse

of the Raj Diamond had
always appealed to the adventurer
in Pitfall Harry. Rumours that the
caves had also become a deposit-
ory for 28 stolen gold bars proved
too much of a lure for old Pitfall
who, together with his niece
Rhonda and her cat Quickclaw,
set off for South America.

After a hard trek through the
Peruvian jungle, Harry, Rhonda
and Quickclaw stumbled upon the
Lost Caverns, and promptly
became separated, leaving Harry
to track down his companions as
well as find the treasure.,

In his exploration of the under-
ground caverns and rivers, Harry
wends his way past a variety of
Peruvian creatures,including Con-
dors, Bats, Poisonous Frogs,
Albino Scorpions and even Elec-
tic Eels which appear in the

many neat
gameplay is a little repetitive,
but bearably so — despite the
fact that contact with a crea-
ture sends you back to the last
first-aid cross touched, and as
they are pretty thin on the
ground | often found myseif
playing large sections of the
caverns time and time again.
This is particularly annoying,
especially when | got quite far
into the game. Not a bad buy
for two quid, but there's alot of

ality budget software about
is month.

Pitfall 11 features
adequate
graphics and
sound, and
incoporates
touches. The

This is nothing
awesome, but if
you're an avid
explorer looking
for a plain and
simple adventure to undertake
then keep reading. Pitfall Il is
nicely designed, mildly addic-
tive, and pleasant on both the
ears and eyes. There are a few
puzzies to solve and traps to
negotiate, and there's an
interesting environment to
map - what more do you want
for two quid?

' If Harry can find a way to the fat rat, he'll find himself 15000 points the

rncher

~AchVT1sion

-

~chl"Tsio~

‘ Harry finds Rhonda - but walks right into a scorpion in the process

streams, glowing with energy:.

Holes appear in the tunnel floor,
which Harry either jumps or drops
through to a level below. Alterna-
tively, Harry can descend the
caverns using one of the many lad-
ders which are thoughtfully pro-
vided along the way.

Dropping into rivers allows
Harry to display his aquatic pro-
wess, diving to recover sub-
merged bars of gold, and then
front-crawling his way back to the
bank.

Harry is rewarded with 5,000
points for each gold bar collected,
with the total score acting as an
energy reserve, Contact with deni-
zens reduces Harry's scoreline,
and transports him back to the last

red cross which he walked over.
The further back Harry is carried,
the more his score falls, and if it
reaches zero he dies and his mis-
sion restarts from the beginning.
The aim of Hamry's quest is to
recover the Ra] Diamond, and
rescue Rhonda and Quickclaw.

Old classics
never die - they
just get re-
released. Pitfall |l
isn't the jewel in
Firebird's crown, but it does
rkle. It presents a reasona-
e long term challenge, as
there is a fairly large playing
area to explore and memorise.
The graphics and sound aren't
up to much, but the playability
is there and makes it worth-
while — even if it is just for old
times sake.

PRESENTATION 61%
Mothing special, but good
anougn.

GRAPHICS 62%

Repetitive, occasionally attrac-
tive and smoothly scrolling
packdrops.

SOUND 31%

Grinding tune, and sparse spot
effects.

HOOKABILITY 78%

A plece of cake to get into, and
the urge to explore is strong.

LASTABILITY 59%

Huge playing area, but the initial
compulsion fades as the action
isn't continuous or overly
interesting.

VALUE 71%
Sensibly priced, considering its
age and limited gameplay.

OVERALL 60%

An above-average exploration
game with simple problems, but
it offers a good couple of weeks
entertainment j
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HELLO FANS! HELLO PARKING METERS. HELLO VENDING MACHINERY THAT CAN BE FOUND IN
TOILETS. INFACTHELLO TO ALL ELECTRO-MECHANICAL MACHINERY THAT MAY BE READING THESE
WORDS, BECAUSE EPISODE SEVEN OF MY TALES FROM FUTURE PAST WILL BE OF SPECIAL INTEREST

TO YOU. 'AS SOME OF YOU MAY ALREADY KNOW, MY NAME IS LOUSE #3,142, AND DUE TO A DREADFUL
MISTAKE WHICH INVOLVES THE WORD * POOH! ” AND A GAY NEUTRON BOMB NAMED LOUSE #007, 1 AM
DISGUISED AS A BOIL ON THE BACEBIHE{}FBUMHFE &MﬁﬂDBNALDSTRA]NEE AND NOT A BIT AS

NICE AS TAMARA KNIGHT.

y old pal #007 has been put in charge of
M Tamara, while [ rot here in the nether

regions of despair, as we teleport to our
trainee assignment on behalf of Macdonalds Inter-
galactic. The Corporation Wars have been raging for
centuries now, and we are trying lo prevenl the
Cocacolonisation of the planet Kashdispensa, for-
merly Earth, by setting up a planetwide system of
microwave vending machines, Personally, I think the
idea is asinine, as there are no humans on Kashdis-
pensa whatsoever, but then I'm not paid to think. I'm
not paid at all. Unless you count these weird bits of
paper signed by the legendary Krey Twins, Oliver
and Franco, servants of the dreaded Lord Sendusa
Fax.

This planet is incredibly ugly, Duane fits in per-
fectly. Its entire surface is covered in plasticrete,
whose entire surface 1s covered in grafhiti, and its
entire population consists of vending machines.
There are squillions of them. Chocolate bar dispen-
sers in what used to be Switzerland, Softee-lce noz-
zles all over some place named Napoli, fag machines
i San Francisco, whereas here in a forgotten, damp
little corner called Britain, there's nothing but utterly
useless gambling devices. Apparently it all began
long, long ago, when your mytholgical goddess Mag-
got Hatcher demanded impossible sacrifices from her
worshippers. After selling off things like gas, oil, tele-
phone conversations, justice, health and air, she dis-
pensed with people altogether, replacing them with
much more efficient machines. And these machines
were happy as Larry, trading in bats of paper signed
by the Krey Twins, which had no real value, and
voting for the goddess Hatcher in a pecahar sexual
rite called a Generdl Erection. Larry wasn't too
happy, mind. He was turned into hardcore, and the
phosphorous from his brain became part of the ran-
dom number generator circuit in a Bingo machine.

“*Here I am, the most intelligent entity on
this entire planet and my prime function is
as a bog attendant™

| expect you are wondering why | haven't men-
tioned going to the toilet yet. After all it is the most
common motivator in every episode so far. Apart
from gratuitous sex and violence. Well how can |
disappoint vou, here goes, it's toilet time again.
Duane Pipe has itwo legs, one Leneath each of his
scaberous  buttocks. These legs are gooseberry-
haired stumpy columns which bow outwards like a
pair of curled brackets either side of a very small
percentage symbol. It is this part of his anatomy
which he clutches as he hops from one gooseberry-
haired stumpy leg to the other. As 1 tell this telling
tale to you he is ripping loose a butiock blaster com-
prising 17% sulphur dioxide, 24% methane, 11%
politictan and 48% cruelty to underclothing.
“Pooh!" says Tamara. | curse the armaments
designer who equipped me with scent analysis | curse
my revolting pimply host for jigghng about and mak-
ing me feel queasy as a vegetanan in a French kiss
and I curse forty four word sentences without any
punctuation in them. The idiot boy s asking me
where the nearest wee-wee house is. Imagine it, here
I am, the most intelligent entity upon this entire
planet and my pnme function 1 as a bog attendant.
And what is worse, [ don't know the answer.

“Try I!‘l.:lm.il:'th over there, Duane, you inconti-
nent little rat. " | direct him to one of the more abused
wall dispensers. “This don't look like a urinal™ he
whines, "“It's too far off the ground. ™ “Then stand on
tip-toe, and aim high. And hurry up before all this
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lavatorial effluent is sub-edited out. ™ There 1s a sign
above the wall-machine, in flaking ancient English,
but some of the letters have been erased vet the
March of Time over passing centuries, not to mention
the shoddy workmanship of Di Young, an itinerant
Welsh Letrasign adherent, who hived to be 86, and
spend the twighlight of his days addicted to the glue
on the back of the letter ‘K. The sign reads ' ACCES-
C--D-ASH-D-SPEN-ER’. Naturally for a being
endowed with my great intelligence, it takes me a
nanosecond to computer that this machine is a bodily
waste disposal unit, of the disintegrator beam type,
common in the Armitage-Shanks Nebula. The sign
must have originally read * ACCESS CRUD SLASH
DISPENSER’, in that charming directness beloved
of the ancient Britons.

** All those years of Macdonalds pﬂllj’
training are about to pay off .

“But 1 don’t know how to use it Louse, and I'm
bursting! Come on, you're supposed to be my per-
sonal advisory unit, so adwvise me, and hurry up!”
Tamara is walking away in disgust, and what a stink-
ing gust it is, in the general direction of serried ranks
of fruit machines. My heart aches the further she
retreats from Duane’s stink. | had better advise him
fast before | lose sight of my wonderful heroine. ** Just
read the instructions, Duane, these computensed
urinals always have a display screen and a keypad to
help idiots like vou." He jiggles about in front of the
Slashpoint, and sure enough, its protective glass front
panel is shding upwards to reveal my predicted
screen, keypad, and a couple of functional looking
slots. | just hope that all those years of Macdonalds
potty training are about to pay off. The machine
springs to life and issues its first instruction: ‘INSERT
CARD'. Duane is completely bewildered of course,
not having the intelligence to master Ancient Engl-
1sh, let alone to go to the toilet unaided.

Now I am advising him to put his identity card in
the appropniate slot. | mean, the Brits can’t have any
old life-form voiding their bladders hereabouts, can
they. He is inserting his card, and jiggling about with
alarming force. ‘ENTER PERSONAL ACCESS
NUMBER’ glows the instruction on the little monoc-
hromatic VDU. So that's what they called Privates in
the old days! How quaint?! | have 1o explain this to
the imbecilic Duane Pipe, who has the audacity to
doubt my superior intellect before obeying the
machine’s command. ‘KEY IN AMOUNT
REQUIRED’. Duane actually manages to tap out
‘Number Ones’ all on his own. ‘ENTER DEPOSIT
OR WITHDRAWAL'. Well, gentle reader, there is
no need for me to tell you exactly what is taking place
at this moment, but the machine 1s Hashing up its
chemical analysis of Duane’s deposit with the simple
verdict ‘MALFUNCTION’, which | can certainly
confirm. His functions are rotten.

Duane heaves “Ho", a satisfied sigh of relief, and
turns away from the Access Crud Dispenser, but [ am
not letting him get away with that. “ Young man!" |
telepathically reprimand him, “*'Wash your hands at
once! And shame on you, you dirty hittle beast. Look
for the the soil dispersal beam before you indulge in
nose picking or any other of your favourite foul hob-
bies!™ Listen to him mutter obscenities under his
breath, which also stinks. Watch him sleuch back to
the machine, round shouldered, squareheaded, brac-
ket legged, the percentage symbol shrunk to an
umlaut. If [ had not discovered that God was nothing
but an egocentric rock’n’roll Compact Disc half way
through Episode Three, | would pray to him now for

deliverance from this torture of forced symbiosis with
d moTon.

The cretin has managed to decipher the current
message scrolling up the machines’s weeny screen,
which states that Duane must await a receipt for his
deposit. Things must have been horrifically beauroc-
ratic in late Twentieth Century Britain if they gave
receipts every time you went wee wee. As Duane
waves his hands in fromt of the horizontal hand-
cleanser slot, several small paper towels are ejected
from 1. How increchbly pnmitive! They are rather
shiny and | would thought them unsuitable to absorb
surplus mosture, but they are quite pretty, imprinted
with ancient runes and portraits of domestic gods.
“Who's this 'ornble looking git on the towels,
Louse?™ asks Duane, in that charming snivel of his.
| analyse the portrait, and search my prehistoric his-
tory data banks. Naturally I am able to answer, “His
image coincides with a two-dimensional representa-
tion of The Duke of Wellington, a great British war
leader.” “Yeah?!™ sneers Duane, blowing his nostril
contents into the little kerchief, " Well if he's so great,
how come he wound up in the paper towel racket?
Trooommmphk!!"

**Queen Elizabeth was never in the paper
towel racket. She was in extortion”

[ must admit that | cannot respond to this question,
although my memory banks inform me that the lady
wearing the metal hat on the other side of the towel
was known hereabouts as Queen Elizabeth Ave-
Aye. Queen Elizabeth was never in the paper towel
racket. She was in extortion. | have some fascinating
info on her sister too, whose favounte pastime
involved ultra violet light, body lotion and a rub-
ber . . . “Louse! Louse! | wanna go Number Twos
now! How can | use this stupid toilet when it's half
way up the wall!? Louse? Help me Louse, | wanna go
Number Twos!™ Tamara has got bored with the fruit
machines and wanders over, only to flare one perfect
nostril, deliver the word “Pooh™, which happens to
be the only syllable that has escaped her lips for two
episodes, and retreat to a corner full of chewing gum
machines, whose flaking brand name reads F-
ATHER-IGHT.

[ am categorically refusing to help Duane Pipe any
more. Let him work out his Number Twos himself. |
will not abase my intellect any lower that it has
already sunk, even though my host is awkwardly
climbing up on the little metal ledge of the Access
Crud Slash Dispenser, and has dropped his trousers
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o facilitate the screen’'s ‘ENTER DEPOSIT
AMOUNT" request. | am not going to warn him
about the anti-vandalism protection built in to the
machine. Let him find out for himself,

There 15 an ominous whirring of gears from within
the wall cavity. and my smoke registers an interesting
combination of silicon fusion and catalytic dung.
What is about to happen gives a whole new meaning
to the word disaster, with the insertion of the letter
T after the "a’ and an ‘e” after the 's”. The glass
protection panel slices downwards with a smoothness
and rapidity reminiscent of the guillotine, but this is
no time to lose your head. Duane’s eves widen in
reverse proporiion (o his newly streamline backside,
and as | fall to the cracked pavestone of ancient
Earth, still disguised as a buttock boil, [ am observing
a sight that will haunt me for the rest of my life, or
until the end of the next paragraph. Whichever comes
the sooner.

*“The last thing which is recognisably
Duane Pipe is his dislodged right eye. A
strange sight . 43

The sixteen year-old living carcass of Duane Pipe
15 being sucked into the left-hand slot of the Dis-
penser, starting at the lower bowel, and unravelling
like surprised spaghetti, from the inside out. The slot
measures 55 millimeters wide by 2 millimetres high,
and up until seventeen seconds ago, Duane was a
normal round shouldered slob weighing 69 kilos. At
this very moment his starboard kidney is doing
beached fish impressions, flapping and leaping on the
pavement, rather prettily in my opinion, and now
disappearing down a gutter drain to begin a new
career as a ratl snack. His teeth are being expelled
from the Duke of Wellington paper towel dispenser
slot, and land neatly on top of each of the
alphanumeric keys, in the sort of coincidence that
will be familiar to readers of this story. His blood
spurts from the Receipt Slot in a single arc of
parabolic perfection, instantly being converted to
one long sizzling black pudding, due to the fact that
the slot glows white hot. For the first time since [ have
made his acquaintance the young man smells not
unpleasant. The last thing which is recognisably
Duane Pipe is his d1'-:lndgt.d right eye. A strange sight,
which now vapourises into a decorative SphLI'ILEH
shower of tiny globules with a sound which is very
similar to the ancient British word for intimate con-
gress.

““The only gay neutron bomb in existence,
due to his AC/DC converter being fitted
back to front by an Austin-Rover robot
with Altzheimer’s Disease . . . *

The heat generated by this amusing incident is
causing the buttock slice on which 1 am resident to
sizzle more than somewhat, accompanied by the
mouth-watenng smell of frving bacon. Tamara wan-
ders over and peers down at me, wrinkling her perfect
nose, and uttering her inevitable “Pooh!™. Hang on
d second, [ am receiving a message from Louse #007,
which may prove critical to my entire future, While
Tamara wonders if she should report the heresy of a
shice of fned bacon on the pavement of a Macdonalds-
only planet, #007 is telling me that he has fallen in
love! This 1 cannot take! #007 has always been the
only gay neutron bomb in existence, due to his AC/
DC converter being fitted back to front by an antique
Austin-Rover robot with Alizheimer's Disease, so
how can he have fallen for my own true heart’s desire,
the incomparable Tamara Knight? If | was a human
being I'd kill myself, Asitis, I'll kill my former buddy
#0007

“Don’t be a silly-billy’, warbles #007, “it’s not
Tamara that makes me go all weak at the interface,
it’s him over there!"” He sends a microwave beam of
delight in the direction of a fruit machine hanging on
the opposite wall, which responds by waving its shiny
chrome handle in a highly provocative yet pleasantly
erotic manner. *Just look at his well-oiled gears, and
those beautiful Nudge'n'Hold buttons, and when he
spins hus chernies, well #3.142, my atomic pile goes
quite critical. You must help me, please! | want to
take a chance on love, and Macdonalds can go take a
flying fondle at a rolling doughnut!™ I think | know
what's coming next. Oh joy, oh bliss, oh Tamara,
soon you and [ will be one again.

#007 implants a low-level auto suggestion in Tam-
ara’s mind, and she picks up the hot slice of Duane
from the pavement. Like a sleepwalker, she takes
this pitiful remnant of my former host over 1o the
one-armed bandit, who introduces himself as Lovely
If Battered Electronic Random Access Client Enter-
tainer, or LIBERACE for short, and thanks me from
the bottom of his jackpot for the service I am about
to render him and his new-found paramour. In less
time it takes for a right eveball to vapourise Tamara

plucks #007 from her perfect skin. and pops him into
Liberace’s moistened coin slot, | have never seen
such happy machinery in my artificial life. and 1 am
sure that you will join me in wishing them a long and
frurtful symbiosis together. May they respect one
another, and always remember the words of the
appropnately christened Francis Bacon, * Itis impos-
sible 10 love and be wise™ (Essays. 1625 AD,
Kashdispensanan, formerly Ancient British Earth-
ling).

Now Tamara is picking me out of the congealed fat
of what she thinks is a slice of smoked streaky, and
holding me up for examination. *Tamara! My own
sweet love, | have been waiting for this moment for
sixteen years! At last we can begin our life together
all over again! It's me, your own sweet Louse, ready
to become your man with a smallish moustache and
some leisureware. ' She peers at me, sniffs me, thinks
for a moment, mutters “Pooh!", and with a disdain-
ful flick of her perfect wrist towards the longest black
pudding on the planet Kashdispensa, formerly Earth,
she tosses me away

DON'T MISS PART EIGHT OF THIS
AWARD-WINNING SAGA (THE TYPE-
SETTER WHO WROTE ‘24’ INSTEAD
OF THE MATHEMATICAL FORMULA
FOR ‘BALLS’ IN EPISODE SIX IS NOW
CONFINED TO A WARD), WHEREIN I
INVENT A MACHINE WHICH IS
GUARANTEED TO MAKE YOU DIE
LAUGHING, AND TAMARA KNIGHT
LEARNS A BRAND NEW WORD.

TO BE CONTINUED . .

By Mel Croucher
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AT FIRST | THOUGHT UH, UH, I'VE NO CHANCE . . .
W BUT THEN | BECAME ...

B e e
? B e e e e
I E S e w r R

... A POWERHOUSE OF A ROBOT
BUILDING UP INTO AN AWESOME
FIGHTING MACHINE THAT CAN
COPE WITH ALMOST ANYTHING —
IN THE RIGHT HANDS!
NICHIBUTSU'S ARGADE THRILLER
SPILLS OUT OF YOUR HOME
COMPUTER WITH DEVASTATING
GRAPHICS AND EXPLOSIVE ACTION
— JUST LIKE THE COIN-OP HOT
SHot

SPECTRUM

SPECTRUM

Imagine Software (1984 Limited - 6 Central Street - Manchester M2 5NS - Tel: 061 834 3939 - Telex: 669977



PAPERBOY (Elite|

I've had a couple of complaints about the Eanert s unlimited lives
listing that was printed a couple of issues ago. Apparently it didn't
work, a fact which | find odd, because the printed listing works fine
when tested out on our Commodores here at the office Anyway,
here'san al1¢.-.rna:r:Tnnd-;—md-teﬁtﬁd_pr:ﬂn-:.tl-,r-w-!:urking program for
youlo try out which similarly gives unlimited lives, Type inthe prog
ram, HUN T, type LOAD and press play on tape imaking sure that
there's a rewound copy of the cassette in there).

NEXT
. : KEED1[JE+1.E .
B ey EEZHigDBE'E 149, 78, 153,52, 4, |
! TA 169, 4, 141,49, 8, 15
= ﬁg?ﬁna. 247,76, 13, 8, 169,96
®\ 30 DATA 141,166, 41

'Il 40 DATA 141, 107, 40

® 52,8,0
o SODATATE
i

When the computer resets, type POKE 1012 78:RUN (RETURN to
load the rest of the program with lots and lots of Paperboys. Many
thanks to Karl Brown of St Austell, Cornwall for that.

_ into one of three different memory locations. The 1
with full documentation and two stabilisers and costs £8.00 (i
-and packa from TURBOTRONIC, 46 Ripon
Lane, Halifax, W Yorks HX1 3UG

N e
b -king from Hi Hﬁ

ll-iuna-mndamﬁalpuét mmsw;tg'rm Esff_peﬁva.an all E??ﬂmmﬁ £3.25
neludin and packin SHARMA, 235 Road,
e gpo am NGB ’?HF Charlbury

Salid, home-made, serial port reset switch. A refund if it doesn’t work
with your Commodore. Comes with instructions and costs £3.00 includ-

| p and packing from STEPHEN GRAY, 11
mmaa ﬂ.l.ﬂl" BTHEALI Wyncroft Gardens,

Well constructed serial port reset switch. Only £2.49 including postage
nd packing; available from A D ELE 131
d packing: av A D ELECTRONICS, Shahssnanre

'DELTA (Thalamus)
|

| Hyou're a shoot 'em up fan and haven't oougnt yourself a copy of this
yet, you ought to be ashamed of yourself. Personally | thought it
deserved amuch higher percentage than it was awarded. but that's
what comes of working in a model democracy. If you've got a copy
and are having trouble conquering the higher levels make use of the
following listing from Z Kelemen who lives at Ranunkelgrand 48,
Tyreso, Sweden. All you have to do is insert a rewound Dellz cassetie
intothe C2N (for nothing else will doj, key in the program, RUN it and
press play on tape to load the program with unlimited spaceships

-

]

ga262:READ A POKE

I: 10 FOR 1=53186 TO

¥ ]
b A 5YS 53186 e
:'. Eﬁ'gﬂ ?ﬁﬂ. 534, 141, 40,3, 169,207, 141

N
58, 32, 186, 255, 169, e
®! 133,157,169,1,170. 1;13 213, 255, 169, 245,141, 1

e
! 30 DATA 32, 189, 255,233 a0, |

[ ] .
Il| 237, 2,169, 207, 141 T60. 234, 141, 160, 2, 96, 169, 'i

| 141,159, 2, 0
o' 40 DATA 141, 207,1, 76,
o! 2,141,206,1,169, 332 141, 161, 63, 169, 60, 141,

Tl 1591
o\ 50 DATA 23

| 162,63, 76,235,2
.I
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aliens

LEVEL AIVE

i clse ) ) il TG

ALIENS [Activision)

it you haven't seen this in the
cinema get the video - it's one of
the best sci-fi films= of all time.
Iit's shame the game 15n't as
good. Ah well, you can't win
them all. Here are some codes
from opottly of Newcastle to help

you get onto the later screens -

just type one in when prompted

FIRETRACK
[Electric Dreams)

Fans of this great vertically
scrolling shoot 'em up prepare
to spread your fingers. The
cheat modes, as supplied by the
mystericus author, Urlando, are
here.

Pressing RIGHT SHIFT, SPACE
and LEFT ARROW as you start
the game puts the program into
Atari VCS mode, complete with
fat sprites - humorous indeed, A
‘real’ cheat mode which puts
you at the start of the last world
with seven lives is accessed by
pressing LEFT ARROW, NINE
and SPACE as you start the
game. lhere are also a couple of
other cheat modes, but you'll
have to find them for your-
selves . ..
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This is areally superbgame-no
self-respecting shoot 'emupfan
should be without a copy. Jim
Blackler of Lancaster is a self-
respecting shoot'emup fan who
has been rummaging about and
has come up with a couple of
POKEs to further enhance the
enjoyment of playing. First of all
type:

POKE 43,255:L0OAD (RETURN)

Toload the first part of the prog-
ram. When the cursor appears
anter the following . ..

SYS BEB:POKE 49218,248:POKE
49219,252:5Y548152

. « « 10 load the rest of the prog-
ram. When the computer resets
enter any of the following:

POKE 26364,173
For infinite lives

POKE 8613.0
For extra speed

POKE BE73,173
For a still display (makes things
clearer)

POKE 9335,0
For autofire on both players

When you've made your
changes 5Y5S 26112 to restart
the program.

——

BOMBJACK II
(Elite)

Jack must have taken a slim-
ming course since his last prog-
ram — he's not half as fat as he
was before. Thin or fat, | bet
some of you could do with more
of him, so here are some extra
lives POKES courtesy of the 7
squad of Wigan. Type LOAD (RE-
URN) and press play on tape.
When the READY prompt
appears type POKE 1010,0:RUN
(RETURN) and wait for the com-
puter to reset.

When the familiar blue screen
appears, POKE 2098,0:RLUN (RE
TURN]) to load the next part. The
computer will reset again,
allowing you to enter;

POKE 15711.(1-250)
Number of lives

And 5% 39712 to start the game
with lots of Jacks.

SPLIT PERSONALITIES ([Domark]

Who is Zilog? Nobody knows,
but he's sent in some unlimited
lives POKES for those of yvou
who've never seen the later
screens of this great puzzie
game. Load the program and
reset the 64 (by the way, no more
complaints about the abun-
dance of resat POKEs - there
df e MowW -:_Ihl'_-!dF_!l Il’_-"!:'.!:!-i 1_-:'|.'|.llt{_.'|'1!:!'."_-'.
on offer, so you've got no
gxcuse not to be able to enter
them). Enter the following

POKEs for unlimited lives:

POKE 7033
ALIRE 1.1

And ifyou'd like to start on a dif -
ferent leved

-.' I. I3
i P

10 restart the program.




BROKEN COMPUTER?

FEA R
N OT! 37-41 Bissell Street,

THE 2ZAP!64 |

BOOZE

= 021-622 8475 |
A deadly drug?

EYE SPY |
Seee N COMMODORE
R TECHNICOM SERVICES

PRINCE REPAIR (South-West)
A right royal Unit 5, Transom House, Victoria
retrospective SERVICE IS Wt I5k0
MAH lN A ”E BE :”“'I:_I" 51 IJ.JrJl-||Ii-'-' :- nl.‘;i"li'lnl'“nnl;.}:
SUITCASE _
catches The Tube e 5
in Newcastle . T 4

MICRO MEND
ﬁf&fﬁ?ﬁm The-Oid School, Main Street,
reveal all! If you wish to advertise your Hmw:"ﬂ;ﬁ? 308
GRIPP IH & repair services here, contact Cind i .,,.:E..L_. ‘2995, 160 20 £24 95
INTERVIEWS The Star Trek pilot us on Ludiow (0584) 4603 Newlused computers o sl
with Kid Jensen A Tnma:n ganlgIr: for details of booking.
and Eddie Kidd

Pretty In Pink vids and LPs (There’s a Hospital near you!)

Locally, or direct, first class post free.

MDKQ‘ £0903776000 |
ON SALE NOW! | o5eens staiimis |

LOOK FOR
THE PLAIN
PACK. ..

THAT PACKS
TWO PLANES!

onthe BBC, as seenon ‘MicroLive' TV.| §

Runs on single or linked C64's.
(Link cable voucher with program)

£9.95 Turbo Cassette
£11.95 Disc

EAST PHESTEH WEST SUSSEX BN16 2TX
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CHOLO (Firebird)

Here are a few codes as found
by the nouveau numero uno
housewife's choice, Steve Jar-
ratt. When you bump into the
relevant robot simply type inthe
corresponding codeword to
take it over.

REBELS: RIZZO
PLUGIN: IGOR
BRAZIL: ANNEKA
PHILBY: SKUM 01
MCLEAN: SKUM 02

(0%

i,ﬁi;,

KRAKOUT [Gremlin Graphics)

A few of you disagreed with our | POKE 35220200
review of this up-ended Break- For unlimited bats
out variant = some quite vio-
lently, lacing their arguments
with colourful and unprintable
metaphors. It seems that
Arxanowds higher marks are the
general cause of upset. It's all
down to personal taste —and I'm
sure there are many who prefer
the arcade conversion. Oh weill,
forget the arguments, load the
program and reset the com-
puter so that you can enter the
following . . .

POKE 32885,129
To put the game into ‘boredom
mode’ and remove all the sprites

When you've made your
changes SYS 16035 (RETURN) to
restart the program. Many
thanksto Lars Niglsen from 3060
Espergaerde, Denmark. By the
way, how do you say thanks in
Danish?

n i B PBERER.
+

= ls&:ln DB FPEDPIPIPE

Jl_€SRT— =
J,_ Y
*| | D (1
Lo e =) & &
il LU
Z =
e E 53 JEYINI 7
g e E
~ '
5 %
® . |8
UIJJHJH}N'L 111)
= ESRRY
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ﬁ

Having trouble completing this
tricky arcade adventure? Never
fear, for help is at hand - cour-
tesy of the chivalrous Phil Buck-
ley, who lives at Wilsted in Bed-
fordshire. This is the complete
solution and should be used in
conjunction with the map which
was printed over the last two
issues. By the way, if you're still
having trouble, hold down keys
B U G 8 7 at the title screen
stage to put the program into
unlimited knight mode.

On level A you'll find a Safe Pass
which should be taken before

FUTURE KNIGHT (Gremlin Graphics)

progressing to level B. When you
reach this level don’t take the first
exit you see, but go up and enter
the second one. There's a Bomb
lying around which can be
exploded to get rid of the hostiles,
butif you use it make sure that you
retain the Safe Pass!

Progress through to the next
level and take the only exit to level
E. Progress again to F. The Gonfu-
sion Element is found here, and
although not essential can be
picked up and used to gain extra
points. Progress to the next lavel
(ignare the Platform Key for now)
and navigate the moving platforms

until you reach the exit to level G.

Exit and journey right to the final
hole (if you're travelling on the top),
drop down and swap your Pass for
the Securokey. Retreat to the pre-
vious level, and when you're
standing on one of the wobbly
blocks press the space bar to
make the whole screen distort.
Retumn to the previous level and
pick up the Safe Pass. Now make
your way to the exit and enter to
level H. Go down to the bottom of
this level and use the Safe Pass.
An exit magically appears, but
don't go through it straight away.
Instead return to the previous
screen and collect the Platform
Key. Return to the newly formed
exit and enter . . .

Position yourself opposite the
Exit Pass and press the space bar
(to use the Platform Key). A plat-
form appears from thin air allowing
you to cross the gap and retrieve
the Exit Pass. Go all the way back
tolevel B and take the exit to C. Fall
down using the slidesand goto D.
Hold down the space bar and the
printer displays ‘object used'.
There is no apparent reaction, but
if you walk right a previously hid-
den exit appears, and can be used
to leave the ship and enter the
forest . ..

SHAO-LIN'S ROAD (The Edge]

Heeeeere's Tirm and lan Fraser. Yes, the Ruislip lads are back again
with a listing to depress your fingers with. This one turns young Lee
| intoacompletely invincible super-kung-fu-freak. All you have to do
| is type in the listing, check it to make sure it's all correct and SAVE
it for future use (a wise move for all of the longer listings). When
everything is all hunky dory RUN the program and follow the on-

screen instructions.

®! 10 POKE 53280,5:POKE 53281.5
". 20 PRINT CHR$(153) CH 25{1 47
®| 50 FOR |=49152 TO 49263
o' 50 READ X:POKE | X.T=T+ Y:NEXT

\ > PRINT “ERROR IN
o! 70 IF T<>14032 THEN

o\ DATA™:END
o' 80 PRIN

\ 110 DATA 160, 133, 91,

o 177, B8, 145, 90,
% alall 89 165, 89, 201

20, 169, 53, 133

w; 130 DATA 230, 91, 230,

®, 140 DATA D, 208,237, 1
®! 150 DATA1, 169, g6, 141, 225, 255, BB
®1 160 DATA 169, 1,170, 168, 32, 186, 21555
! 170 DATA 1689, 0,32, 189, 255,32, 2 5
e! 180 DATA 255, 169, 70, 141.?;53. i. }lﬁz

- 192 141, 190,2,76,0, 4,
oot 192 157, 80, 2, 202
| 210 DATA 16, 247, 169, 80, 141,120, 11
. EEDDATA1EE.E.141.121.11.?6.32,11
: 230 DATA 169, 165, 141, 255 91, 169, 128
| 540 DATA 162, 0,157, 24, 042, 202, 208
]

.l 250 DATA 250, 76. 15, 64
L T

o' 200 DATA 17,189, 94,

T CHRS(147):PRINT “OK - SAVE LISTING |
1 18, T

FOR FUTURE USE":PRIN
| 90 PRINT “TYPE SYS 49152 TO START™END

' 169, 0, 133, 90, 133, 88, 169
i 133, 89, 160, 0

The forest section has only three
areas, and the only object needed
to progress to the castle is the
Release Spell which is found on
the floor of level B of the planet sur-
face. Using the exit at the end of
the third level transports the knight
to the dungeons . . .

This is the trickiest part of the
quest. The dungeons are very
nasty and have exits which lead
around in circles. Go to the top of
level A and go through the exit.
Find the Glove and swap your
Spellforit. Now use the Glove and
pick up the Spell again.

Through a system of trial-and-
error, enter and re-enter exits until
the knight reaches a level with a
RED background. When this level
is reached exchange the Release

Spell for the Destructor Spell.
Cross the massive lava pool by
jumping from one block to another
and go right down to the bottom of
the level until a room with a banis-
ter is reached. Now a giant Hen-
chodroid appears — press the
space bar to kill it. When it's well
and truly dead return to the
Release Spell and collect it. Climb
onto the banister, press space,
and leave the computer on all night
for your family togaze inawe . . .

136, 208, 249
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MAD NURSE (Firebird)

Did '-.mt m ¥ this? Funny isn't
L. . or at least two minutes
By the -.-'H;, here's useless fact FURE S
number 10,045: Did you know POKE 559¢
this was programmed by the }
author of ? ||-'l.|'|':,-"-"-'-':l':,'. |
digress — here are two rather
pointless POKEs which can be you've made your changes you
inserted by loading the program can r._'--al:,]r‘l the program by typ-
anda resetmg the o= ing 5Y5S 37539 (RET Thnr.b;_:
POKEs came all the way from
| 6500 Kristians ':JIII'J Norw !,- and
were sent by |

For infinite babies, and

for unlimited nurses. Once

PARADROID [Hewson)|

it you've already got a copy of
this classic and don't feel like
shelling out lots of cash for the
extra speed version, don't
worry. Here's a home-made
extra ‘:ipPFTJ version, sent in by
BHiar r of Lancaster espe-
u_r.-ill-,. fur '.,ruur delectation. To

BOMBJACK (Elite)

| think this POKE's pretty funny.
It doesn't unlimited lives or
anything like that, but puts
another 20 stone on the hapless
bomb-disposing superhero and
the marauding meanies. Load
the program, reset the com-

POKE 3382,96 (RETURN)
POKE 53271,255:POKE
53277,255 (RETURN)

;Nhan u&:':edm&tht?:usﬁ’sﬂﬂﬂﬁ
RETU o restart the program
with the Jack ever seen.
Thanks to J G homer of Long
Eaton, Notts for giving us a really
good laugh.

begin, type:

) (1 FOE ]

) (RETURN)

Now ‘press play on tape’toload
the program as normal and play
it with extra speed. Rather good
eh’?

CHUCKIE EGG I
(AN F|

OHOWINng a p

nere s a nai

of-all-tha-n

from Larl Sherlock o

Basingstoke, Hants. |

BYEan ”.!!-.-L;l.;" Ine gog S

doesn 't appear at the beginning

Ol the game, vou shil have to drop
FOFVE I :l..l.l arrec! DOEIITN .

||_'-_-'!-'|Il-!'l":.','.’-"_\-' racat

And vol can
Wil
of the hoe

s el
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MOLECULE MAN (Mastertronic)

He's amazingly small. He can clear small neutrons in one tiny bound.
He's the molecule man and is in need of unlimited everything. Weill,
that's what Tim and lan Fraser of Ruislip, Middlesex think, because
thay've sentin this long-but-ever-so-good listing in which does just
that. Allyou've got to do to get it operational is type it in, RUMN the pro-
gram and follow the on-screen instructions. It's as simple as that.

£ " L 3 _l-
_._._.._—:'.'-' N e i

p 5:8=PEEKA i3 o INFINITE EVERYTHING
< 1051545:B=P < | | 0 REM
h--d§;2é=54DHE:‘I:EBTHENB—I_‘:;__,E g ®! 1 PRINT CHR$(147) K
I ﬁmﬂﬂﬂ*“”%”mHHﬂE}" o' 2FORI=49152TO49191:READX:T=T+X:POKE|X |
ke @) INEXT
e! 4 FOR =679 TO 717:READ X:T=T+X:POKE | X
|
5 NEXT :
% | 61FT<>0014 THEN PRINT “ERRORIN DATA":END
o 7 PRINT “OK ~ SAVE LISTING FOR FUTURE USE™
AZ i PRINT :
SHOOLEATR I e ner) ®! & PRINT “TYPE SYS 49152 THEN PRESS PLAY ON

Ho! Ho! Infinite Lines! Nice one Jim Blackler . . . Hyoufancy some of | TAPE TO LOAD AND RUN MOLECULE MAN™
the same then type in and HLIN the following listing, then press play

. ®! .0 DATA 32, 24, 192, 32, 24, 192, 169
| ® i 11 DATATS, 141, 147, 44, 169, 167
@, 12 DATA 141, 148, 44, 169, 2, 141

' ®! 13 DATA 149, 44, 76, 83, 44, 169, 1
' 10FOR A=49796 TO 19844-READ Z:POKE |

': 14 DATA 168, 170, 32, 155‘,?23%1 225 =
- 5,32, 213, 255,
@' A Z:NEXT:SYS 49804 555, 160, e, 15DATA0, 32, 189, 255, 32,
o 50 DATA 169, 165, 141, 12[]5:5; 2;961?6' e ®1 20 DATA 173, 205, 2, 201, 3'9?3' ?EQ
5,1&?.245,1531.53 - 19162, 136, 208,241, o 21 DATAESE,EEE.E.1G?E114:1 A0
o! 30 DATA 185,73,248,153.56. 1 o! 22 DATA 173, 141, 157, e
o) 169,173,141, 189, 192 0 - 47,76,0,192. 169, |@ 0|23 DATA 16, 141,70, 16, 169,284
| 40 DATA 141, 190, 182, 32, 4 €20 o 24 DATA 141,139, 14,141,140,
: | 494,141,205,3,76,173,192 | o125 DATA 141, 141,14,76,146,46,0
® ’ 1

46 ZZAP!64 June 1987

B, 0 oy e el e i e L S




®' 101=49152

e AD A:IF A=256 THEN 30

., g? ?En A:POKE |, Acl=1+1:GOTO 20 .
®! 30F T:EATTH LI—;)EHNI sgﬂﬁ}:” E:STE 491

® INT “E : I
o 121?2 DATA 169, 1, 168, 170, 32, 186, 255, 169
o' 40160 DATA 0, 32, 189, 2585, 32, 213, 255, 162
o! 49168 DATA 25, 189, 40, 192, 157, 96, 1, znz?
o! 49176 DATA 16, 247, 162, 6, 189, 66, 192,15
o 49184 DATA 156, 8, 202, 18, 247, 76,32, 8

| 49192 DATA 120, 162, 2, 189,119, 1, 167, 245
' 49200 DATA 69, 202, 16, 247,76, 1, 68, 169
®, 10208 DATA 165, 141, 229, 15,76,0, 12,76
®! o168 DATA 111, 1, 165, 10,240,250, 76, 96
':', 49224 DATA 1, 256

EQUALIZER [The Power House)

Eeek! It's that green, nappied
spriticidal maniac who's doing
some hefty evolving. He's well-
hard, butif you're having trouble
combating what mother nature
can throw at you load the prog-
ram, reset the computer and
enter any of the following:

POKE 26098.234:POKE
26099 234

For unlimited lives

FOKE 19101,(0-15)
To change the Equalizer's skin
colour

POKE 19096,(0-15)
To change the Equalizer's hair
colour

And if you want to get rid of all
the horrible ground creatures

type ...

FOR M=28661 TO 25660:-POKE
N 2I4NEXT (BETURMN)

And ifthat still doesn't make the
game easy enough try this one
out . ..

POKE 48865,(0-16)

To start on the relevant level

YWhnen you re happy with the

to restart, and off you go. The
man responsible for that sernes
is Mark Eckiord who lives in
Galashiels, Scotland, By the
way, if you don't want to bother
entering the POKEs, simply
press the C key and tap

HES TUHE durning play to skip
from one screen to the next.

SHOCKWAY RIDER (FTL)

NEMESIS ([Konami)

An unlimited lives POKE may seem a bit pointless after the previ-
ously mentioned easy-to-find disable sprite collision, but at least it

gives the player a challenge - the floating-oh-so-free mode makes |

the game far, far too easy and boredom soon sets in. Load the prog-
ram as normal and when the speech starts stop the cassette rec-
order and press RUN/STOP. Atthis pointyoucan SY S 32600 to hear
the speech again and POKE 32628 (0-255) (the default being 13) to

speed up and slow it down. When you get bored type in the following
listing:

R R @
: -POKE

'l'. 10 FO A-—49152T04‘a165. EADZ ll'

e ﬂ.E'.HE}[TLSVE-#Q*IEE 141|1?g|3I1Eg|1?4I .l.

o 20DATA32, 86,245, 169, 165,

. 3,96
‘In 141, 182

1

And RUN it. When the computer resets type . ..

POKE 7230,224
For unlimited lives

POKE 3803,233:POKE 3804,10
if you wish to use the 'P' key to select weapons

SYS 2075 to restart the program. Thanks very much to James Blackler
of Lancaster for that.

i your skillful soft-shoe shuffling of the walkways is more like oafish
hob-nail clumping of the Liddon, perhaps you'd like to try this
remedy from Zoltan Kelemen, a resident of Ranunkelgrand 48,
Tyreso, Sweden. Simply type in the following listing, RUN it and
press play on tape to load the program with unlimited riders.

1
i i
o' 10 FOR |=49393 TO 49434:READ A:POKE :

I
-Il | A:C=C+AMNEXT LIF C=5646 THEN SYS 49393 1.

) ..
e! 20 PRINT “ERROR IN DATA

|
o! 30 DATA 198, 157, 168.0, 182, 11';'?%35121;:1 255, | @
' 013 255, 230, 157, 240,
L 207,76, 71, 206, 169,
| ‘40 DATA 169, 193, 141, 103,207, 76, 71,
- :?3 141. 160, 26, 78, 140, 19 206,75,27,76

I 13,6
o) SODATA13,8

_And so the

| curtain falls on yet another tips section. If all
goes well and the world doesn’t blow up, next month should bring
some really brilliant POKEs from Tim lan Fraser and Jim Blackier,
as well as another fab 3D map (that's if the 3D map competition
entries are any good). In the meantime, Hyuuhawa‘z‘:l-:ing in the
way of hints, tips, maps, solutions, part solutions, POKEs and so on
—you should have the idea by now - send them in to me at ZZAPI TIPS,

ZIAP! Towers, PO Box 10, Ludlow, Shropshire SYB 1DB Look forward to
hearing fromyou. ..
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WIN! THIS ORIGINAL PIEGE OF

BRYAN TALBOT ARTWORK!

UP FOR
GRABS! ,

MARTECH have joined forces
with the cult comic 2000 AD to
produce a new platform hack ‘em
up, Nemesis The Warlock (see
review on page 15).

Nemesis the Warlock exists far
in the future when the invention of
interstellar space travel and the
whole era before has become no
more than a half-hour long history
lesson. One thing that is not taught
in history lessons, however, is
Man's first encounter with an Alien
race — Torquemada, the Grand
Master of Earth (or Termight as itis
now known) has seen to that.

Torguemada is not really a nice
bloke — his lifelong ambition has
been to purge the Universe of all
Alien inhabitants. Now it looks as
though he may well be able to do
this with his huge army of Ter-
minators. There is hope though —
an alien force strong enough to
defeat Torguemada exists, in the
form of Nemesis The Warlock and
the ABC Warriors — shown here
giving a few Terminators what for.

Martech are offering this original
pieca of Bryan Talbot artwork from
the 2000 AD strip (actual size
375 x 315mm) to the winner of this
competition. They're also throw-
ing in several runner-up prizes,
including the complete set of five
Memesis The Warlock books,
five T-shirts and 25 copies of the
game.

ADDRESS

POSTCODE

| think the six pieces
come from ...

As you've all been pure, vigilant
and behaving, and as none of you
are aliens (as far as we know any-
way), we've decided to make this
competition nice and straightfor-
ward. As you can see, six sections

LY

have been taken from the artwork
and placed beside it. All you have
to do is say where you think the six
sections should go, using the sys-
tem of letters and numbers beside
the artwork — easy eh?

Entries should be in by June
11th, with the first correct entry
pulled out of Glenys Powell's Girlie

COPIES OF
MARTECH’S
NEW GAME!

Handbag receiving the artist's
original artwork, a Nemesis T-shirt
and a copy of the game. The sec-
ond entry drawn eams the sender
five Titan Nemesis books, a T-shirt
and a copy of the game. The next
five receive a T-shirt, book five in
the Nemesis series and a copy of
the game, AND another 25 lucky
winners receive a copy of the

'. J’ﬁ
&

BLL , BE o
GO o O T
wegaaont i
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Organised by
Database Exhibitions

Meet Jim
Butterfield

The guru of the

B Commodore worid
will be flying to
London for the

| show. This is your
chance to meet the
man whos the
leading authority
on the whole CEM
range.

aF o : .
s .'_ .'-"-.-.:r.'- L’ = -
I'I -lit | F P'-:l-.- A - ..
I0th Official

commodore
computer show 4
g 10am to 6pm Friday June 12~

‘ 10am to 6pm Saturday June 13
10am to 4pm Sunday June 14

Champagne Suite & Exhibition Centre
Novotel, Hammersmith, London Wé

Advance ticket orders |m um mm m m 55 5 B 5 S 0 0 0 0

Please supply I0cth Official June
c:m"lndnr-a 12-14
computer show 1987

Fost o Commodore Show Tickets,
Total £ Europa House, 68 Chester Road,
Hazel Grove. Stockport SK7 SNY.
D Chegue enclosed made payable o
Database Publications Lid

Send for your
advance tickets D Adiult tickets st E2 (save EN1)....
tﬂdﬂy =88 D Under- 165 tickets atET (save £l ... LR -
With them you
can walk past
the queues —
and SAVE £1

Mame

Ardrecs
E] Please debit my credit card account CIESS

sigred

Access Visa FErit v . e edih al
[TT 1] [T11] [II11] I rHONEORDERS: Show Hotline: 061-480 0171

PRESTEL ORDERS: KEY *89, THEN 614568383

Admiszion at door: MICROLINK ORDERS: MAILBOX T2:MAGOD1
£3 |adults), £2 [under 163) Please quote credit cand number and full address,

per head off
normal prices!




Two levels from Andrew Bray-
brook's smoother, slightly
enhanced version of Gribbly's Day
Out - Level Zero (Hide The
Gribblets In The Cave), and Level
Twelve (Concerto For Island And
Tree).

It's a little bit faster, with a
tweaked control method and scor-
ing system, enhanced spot FX,
improved graphics ('for a more
rural effect”, says Andrew), and
the character set is a little chunkier
—for the benefit of the minority who
couldn't read the original. Oh, and
the screen glitch has been
removed (apparently it caused a
64 to overheat!).

Set on planet Blabgor, you con-
trol Gribbly Grobbly — a typical
Blabgorian: green, with one-foot,
no arms and a large head. But
what the Blabgonans lack in
appendages, they make up for
admirably with psychic energy,
which enables them to levitate and
carry objects . . . such ' infantile
Gribblets, which enjoy nothing
petter than defying their parents
and bouncing around the land-
scapes of Ela%gnr.

The objective is to rescue as
many of the eight baby Gribblets
on each screen as possible. Grib-
bly has two modes of control:
Bounce and Flight. When in flight,

GRIBBLY'S SPECIAL DAY OUT

Hewson

colliding with scenery (trees,
bushes, rock and especially water)
depletes his Psi-Energy (shown at
the bottom of the screen). Gribbly
loses a life when this level reaches
zero, and dies when his Psi-Bank
quota runs out. In bounce mode
however, the scenery presents no
threat. Lost energy is restored by
picking up the pulsating Psi-Pods
which litter the landscape. Hos-
tiles can be despatched by 'bubbi-
ing' them — pressing the fire button
release a stream of bubbles from
Gribbly's mouth.

Seed Pods (resembling syca-
more ‘helicopter’ seedsg flitter
aimlessly around the screen, until
they hit the ground — whereupon
they tumn into Topsies — green,
bendy creatures patrolling back an
forth in search of Gribblets. When
a Topsie finds a Gribblet, it flips
the unfortunate creature onto its
back, exposing its brain to the
intense heat of the sun. The Topsie
then turns into a chrysalis, where it
mutates into a Stomper. Truetoits
name, the Stomper stomps
around the playing area in search

of Gribblets to kidnap. On finding
a Gribblet, the Stomper sprouts
wings and mutates into a Flapper,
then flies around the screen with
its hostage. Bonus points are
earned for shooting a Flapper and

Sensible Software

Cuddly Krix Yates and Jovial JOpS
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catching the falling Gribblet (listen
for its scream!) before it reaches
the ground. Note: the Gribblet dies
if it hits a landscape feature, so
take care when bubbling Flappers.

Also, beware of Seon the mutant
Blabgorian, a deranged crab-like
bank clerk who absorbed evil Psi-
Thoughts when working at a Psi-
Bank. Bubbling Seon merely stops
him in his tracks, so don't stray too
near. ..

A web network spans each
screen, draining Gribbly's energy
on contact. Sections of the web
are turned off and on by pressing
the fire button when over a pulsat-
ing switch. When only one gribblet

remains to be collected, the web
automatically turns itself off, fre-
ging Seon in the process — so
watch out!

If you manage to get to and
complete the second level of this
demo (Level Twelve), you are put
back on Level Twelve, anly things
get a little trickier . . . For full tips
by Gribbly himself (translation
courtesy of Andrew Braybrook) on
how to play this excellent game,
sea LZAP! |ssue Eight. Expect to
see the ftull 16 level wversion
towards the end of the year on an
Andrew Braybrook compilation,
including (amongst other things)
Heavy Metal Paradroid . . .
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MADE IN FRANCE II

A one or two player variation on
the bat and ball theme, intended
to be the pause mode for Revenge
il, but omitted due to a lack of
memory (no, Jeff didn't forgetl).
Press ‘A’ to toggle between the
computer and human controlled
second player. Joystick Port Two
for the top player, Port One (or
CTRL and 2 for left and right
respectively) for the bottom
player. The first person to allow the

ball to leave the screen has lost,
and the winner gains an icon.

NB: there is a small bug in the
two player mode, where the com-
puter suddenly decides to take
control of the player at the bottom
of the screen. Oh, and don't worry
about the jerky computer control-
led player —that's just Jeff's way of
making sure it doesn't become too
predictable, and too formidable an
opponent!

INLAY oN
THe FRGING-

PRGE PNP
CREASE LIKE
“THIS — HEY '
Presm 7
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Press the fire button and move the |

Not so much a playabledemoasa | Lees.

utton <8 alions of | walk in the park. Some screens System 3 reckon the finished
the 'stick up &1 down Tor G’ | from one of the six independently | product will feature approximately
pitch bend. | loaded sections —to be more pre- | 1,500 sprites (chosen from over

| cise, it's a view from inside the | 3,500 images), 130 screens (cho-
Palace with music by Anthony | sen from over 400) gpread across

REVENGE OF
THE MUTANT
CAMELS i

Liamasoft

.

[

Take it away, Jeff . . .

“This is a demo of Revenge Of The
Mutant Camels Il, my forthcoming
blaster. For the sake of example,
it's a single wave of gameplay. To
enter the demo wave, plug a joys-
tick into Port Two and press the
fire button when you're in the
Wave Select Grid; the wave will
begin, and your camel appears
and falls to the ground. At this
point you can move the camel with
the joystick and hold down the fire
button to aim a stream of bullets at
the opposing nasties. If you jump
and either hold the joystick in the
up position or hold down fire, the
camel flies. While flying, the camel
drops bombs (useful in particular
attack waves). Toland, justrelease
the fire button.

“The demo gives a single attack
wave, but randomises the back-
grounds each time you play the
wave, so you can see some of the
?rmw scenery featured in the
inished version.

“Losing a life or completing the
demo wave returns you to the
select grid. In the full version, this
is where you can buy extra
weapons (like big bullets, smart
bullets, extra shield and that sort
of kit); and choose which of the
100 waves to play next. Simply
move the round cursor over the
square of your chosen wave and
press fire. The only limitation is
that you may only enter waves
adjacent to an already-c ompleted
wave — thus, as you play the game
you can make your own path
through the levels, avoiding heavy
waves until you get enough bread
to buy some heavy firepower and
sort 'em out.

“Your objectiveis simple . . . 10 TOLOAD: hold down SHIFT and press RUN/STOP
complete the entire 100 levels with
minimum loss of lite. You start with
five lives, losing one each time
your shield-energy Is reduced to
zero, If you get 40 creds a new life
can be bought. Should you com-
plete all 100 waves (fat chance)
you get a bonus based on lives
remaining at time of completion. i
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for his invaluable help - and hindran

And thanks to Gary Liddon

conjunction with . . .
Sensible Software
System 3

Hewson

Jeff Minter
Thalamus

Rob Hubbard
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by 1 &S IPLER

six loads, 12 soundtracks - six
Anthony Lees intermission tracks
while the sections load, and six
main themes written by Ben Dag-

ROB HUBBARD'S
Iisr_;:rads One and Two involve AURAL DELIGHTS

travelling through the Wildemness, | B EE=1 I fans, love Rob”
Load Three is a trek through the ; | :
Palace Gardens, Load Four is the Thalamusic - an audio remix of the
DUI'IQEGH. Load Five is the Ground Sanxion |['thdlr'|-!:_| tune. Approxi
Floor of the Palace and Load Six is ately five minutes and forty-two
the First Floor. seconds in length. Rob used
Each level is a mini-maze, and authentic Fairlight samples, as : :
needs to be mapped - so pencil heard on Jean Michel Jarre's Warlock, and is currently compos-
and paper are essential. There are Zoolook The piece was per- ing for Melboume House's Wir—g
many puzzles to solve (finding formed on a Yamaha E}-{El"ul'l_hn!kar:l piece which will push the SID chip
specific objects accesses the next up to an Akai S900 Sampler witha to previously unheard of limits

load) and dozens of opponents to Digitai Heverb and a Yamaha (again). He wants to traval the

beat up - using either your staff, Rx15 Dmum M achine, and '_.-.-ﬂrlr.i_ help the sick and alderly

sword, nunchukas, fists or feet, recorded on a four-track | ‘'we owe them a lot"), and write
Expect to see the finished game Rob recently finished wrting the for the ST (“I've always been g

in the shops soon, and a full review music for Martach's Nemesis The great fan"')

next issue.
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t seems a little
harsh that the
64 versions of
By this game should
i be £2.00 more
4 expensive than
] their = Spectrum
counterparts
= tand £1.00 more
than the Amstrad) but the Wiz has
to reserve judgement at this stage
because he hasn‘t actually SEEN
the 64 version. However, | under-
stand it will have improved
graphics (in guality and quantity),
so perhaps that will make up for
the loss of spondoolies.
Meanwhile, the Bearded One
has dallied awhile with another
eight bit version — a pre-produc-
tion copy running on an Amstrad
= and couldn’t resist spilling the
beans for the benefit of those of us
sensible enough to have boughi
a... well... better computer! o
As we all know (but I'll tell you §
anyway) the original Tolkien mas- :
terpiece Lord Of The Rings com-
prised three books - The Fellowship
Of The Ring, The Twe Towers. and
The Return Of The King. Melbourne
House’s first program — Lord Of The
Rings — covers the essential
storyline contained in Book One
and this latest effort, Shadows af
Mordor, sticks fairly closely 1o the
plot of Book Two, a
That means in essence that you i
must stay out of the way of the 1
Black Riders (as always), and carry
the ring to the borders of Mordor
in the company of your faithful
companion  Sam  Gamgee. To
begin, you and Sam_have been
scparated from your companions
{as in the original book) and must
continue alone. Help comes from
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Find out below as the Bearded One casts his wand over Shadows Of Mordor.
Plus everything you wanted to know about SHADES, a sneak preview of Fer-
gus McNeill’s latest game, and a few words of frustration from a disappointed
Wizard about Mountains Of Ket . . . What more could you want, apart from a
year's supply of fresh bat tongues?

j - 1t

— T

— -
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ADVENTURE PREVIEWS..

Ever wondered how Melbourne House would follow up Lord Of The Rings? ‘g

SHADOWS OF MORDOR

Melbourne House, £9.95 cassette, £14.95 disk

unlikely quarters, including the
odious.  Smeagol  (otherwise
known as Gollum) who has
already put in an appearance in
the first Melbourne House game
The Hobbit

S0 — lorget the blurb — what's
the game like? Lord Of The Rings
was, after all, rather a disappoint-
ment for most of us. The response
times were dreadiully slow, the
bugs most uncommonly large,
and . . . well, that's enough to put
most people off, Shadows, how-
CVET, aAppears 1o be a rather more
polished affair.

The game ‘shell’ seems to be
remarkably similar to LOR. The
screen format is pretty well identi-
cal and the input syntax is the
same. You start the adventure by
choosing whether you wish 1o
control Sam or Frodo or both dur-
g play. Once in the game you
can't change your mind, so it's best
10 choose both = even if you think
you may only wish to control one.
If you hit RETURN at this stage,
the game defaults 1o Frodo-control
only.

The programmeers say that if you
choose 1o play both characters
then the computer will ‘animate’
whichever hobbit you're not con-
trolling. If you only choose one,
then the other hobbit will be ‘more

fully animated’. 1 tried both
options but it wasn't immediately
clear how much difference this
‘more-full-animation’ actually
made.

During play you enter your
inputs in a small scrolling window
at the bottom of the screen. On the
version 1 saw you could only see
three lines of input, which means
that old inputs get rapidly scrolled
out of sight, T find this rather
annoying - especially in mazes
and the like where it helps to see
what you entered, say, four moves
ago.

As in most adventures nowa-
days, the good ol' interactive
character raises his head in
Shadows. 1t's hardly surprising, as
this is a technique that Melbourne
House pioneered with The Hobbit.
What is surprising is how little the
technique has developed. Every so
often the inpul cursor disappears
while the program manipulates
the various ‘mobiles’ - a rather
better technique than constant
lime-slicing, reckons the Wiz,
because at least you know, when
the cursor is absent, that the prog-
ram i5 busy and won't be able to
respond to your inputs.

[ don't know for sure, but 1 sus-
pect that one of the reasons Lord Of
The Rings was so slow in operation

is that there were too many
characters 1o handle effectively
withoul Compromising on
response times. Shadows has fewer

major characters (effectively only

three — Frodo, Sam, and Smeagol)
and that could be one reason why
the response times are so much
better.

Playing Shadews is certainly a far
more pleasurable experience than
playing LOR. On the other hand,
one has the feeling that the aciual
substance of the game is slightly
more limited. Having only two
characters 10 control may be the
reason for this.

As with Lord Of The Rings. Mel-
bourne House make a great play
oul of there being 800 words in
the vocabulary. The Wiz tends o
dismiss these claims as being
unimportant — there are some
excellent home-brew adventures
written using GAC which amply
demonstrate that there is little
connection between size of vocab-
ulary and quality of game. Shadows
does,  however, -allow  some
reasonably complex inputs, such
as DROF THE SHORT AND THE
LONG SWORDS or KILL ALL BUT
FRODPCY

You can also communicate with
those you meet, but as usual the

conversations -tend to be rather

e T
)

stilted, and frequently you will
receive quite incongruous replies.
Nevertheless the feature seems to
be better implemented here than
it 15 in most cassetie-based games.

The Wiz quite enjoyed playing
Shadows, but the factis that it’s not
a game of stunning innovation. 1
think that part ol the trouble is that
the adventure market is polarising
to a greater extent between more
expensive disk-based games with
huge amounts of data and com-
plex character interactions, and
budget software like Aztec Geldand
SubSunk.

By releasing Shadows at £9.95
Melbourne have, 1 think, taken
the right decsion. Alter all, that's
only £2.00 more expensive than

the Gold Medallion GAC home- .

brew series from Incentive — and
there's certainly a lot more meaty
programming here. A year or so
ago the going rate [or a Melbourne
House Tolkien game was about
filteen quid, so prices have drop-
ped as quality has improved. A
final judgement must await the
release ol the finished €64 version,
but despite some . feservati

about the size of the gami
hence its lasting interest,
that it deserves to sell ra
than some of Melbourne |
recent disappointments.
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BIG

ISLEAZE

Piranha, £9.95
cassette only

el another
incomplere game
lands on  the
Wiz's  doorstep.
this time from
those Piranha
| people, who
seem (o have

struck up a very

slriendship with Fergus “The

-McNeill

oW just abous everybody
s adventures must have

E01 Eergus McNeill, founding

Bl believe) of Delta 4

With a whole string of Quillus-
trated, irreverent spoofs. From
-Bored Of The Rings onwards, Delta

4 seem to have taken a tilt at most

Despite the enjoyment the Wiz
Bot owl of some of their earlier
«games, | think they may be on 10 3
rather tougher assignment with
The Big Sleaze than hitherto. First,
any 1ake-off of Mickey Spillane/
Bamon Runyon-type gangsterism
has to compete with other games
on the same theme (Bugsy and Bor-
rewed Time 1o name just twao), Sec-
‘ond, unlike some of Delta 4's ear-
liertargets, in the case of American
- erime fiction the originals are just
%0 tlamn good!

sEXAM CAR
Yy heap was
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As I gave i

Caught onto s
dynamite fell

Sidewalk,
Hell,

More. ..
164 June 1987
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Reception was, as always,
women keep their nests tidy,
Her desk ha

Velma.
it looked as
the Olympics

hatstand was in

a tip.

Some
bUut not

d SO many cup-stains

though she was holding

there.

onhe corner,

tThe glass

door led south into nghnffict and a wood

door opened out onto

I also noticed-
Yy trendy detective-style mac

More. .,

Perhaps it was because of my
respect for pulpy American fiction
that 1 didn’t find the humour in
The Big Sleaze nearly as refreshing
as other Delta 4 releases — on the
other hand 1 did findithe detail of
the game well thought-out and
vividly written. As Sam Spillade,
private eye, you must wade your
way through a number of cases
that come and go throughout a

n p
en

t o
ter

4 brief once-over,
omething and a stick of

three-part loader (typical Delta 4
format) ingeniously put together
with the Quillustrator ensemble.
The graphics are great and the
vocabulary has been very well
thought out - in fact I'd go so faras
to say that what's here is the best
of Delta 4's programming efforts
to date. It's just that after Bugsy and
Borrowed Time, the Wiz is getting a

bit tired of being a private eye

but now
ng the roof
than the rest

My hand

from the car onto the

=
X

< R

those kids from the estate were

e hallway.

THE KET
TRILOGY

Incentive Software
his is something

of an old
d chestnut — the
qd Wiz Car
d remember

games back in
B | (e days of Per-

TMES w4 sonal Computer
Games magazine . . . they
weren't bad in 19841

How they've stood the test of
time, however, remains to be seen,
since the Wiz's copy failed to load
= as did two other copies in the
ZZAP! office. If Incentive get us
another copy by next month, the
Wiz will tell all . .
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IN HIS pursuit of the Ulimate
MUG (Multi-User Game), ihe
wand Wielder goes on-line for
details of Micronet's SHADES . . .

SHADES has superficial
resemblances to MUD, which the
Wiz has already discussed on these
pages. However, there are some
very significant differences, Let's
examine the record . . .

First, SHADES is run as part of
the Micronet empire. Micronel
itself is in turn-a part of Prestel,
British Telecom's teletext infor-
mation service. That means that —
in the final analysis = both MUD
and SHADES are coming from the
same supplier —good nl’ﬁig ol' rich
ol" BT.

Of course there's a reason for
that — MUGs cost money. We've
already seen how MUD runs on a
VAX mini-computer that
wouldn’'t leave you any change
out of 50 grand (second hand) —
add to that all the paraphernalia
you need to deal with all the
incoming calls and you have a size-
able investment.

In fact, SHADES uses a rather
neat hardware set-up. It runs on.a
machine not much larger than a
photocopier — essentially a PDP11
system with a modified operating
system specially designed for cop-
ing with the demands of MUGs,
Such a degree of hard and software
dedication argues well for the
future, and Micronet already have
a number of other MUGs under
development (which they're not
talking about). :

SHADES
Direct ...

Using Micronet’s teletext service -
which requires a special screen
configuration on your terminal
and can only handle a 40 column
screen — might be seen asa bitof a
bore when you're involved with

game. Teletext is ideally suited to
travel agent’s timelable displays
and ads for estate agents, but it’s
not so good for a text-adventure.
However, users will doubtless be
as pleased as 1 was to hear that in
the very near future (probably by
the time you read this) it will be

Fra :
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what is essentially a text-based.

St_a_ying in the SHAD

possible to dial direct into SHADES |

using a standard ASCII terminal —
much as you would dial into BT
GOLD or a bulletin board.

That will almost certainly do
much to increase dramatically the
number of users — carrently stand-
ing at about 2,000, most of whom
are fairly active. Ta cope with the
demand, SHADES runs up to
seven games simultaneously and
new players (up to 64 at once) are
logged into whichever game has
space for them. This ensures an
optimum spread of players, with
no game becoming too crowded,

An even more significant fea-
ture is that SHADES resets itseli
automatically once every hour,
Players are warned about this
about three minutes before time-
put, giving them time to dump
their treasure and maximise their
current scores before moving on
1o the next game.

Nice 'n’
Friendly ...

The lack of crowding together with
frequent resects makes SHADES
rather less daunting for the novice
player. That ‘user-friendly’ ele-
ment is substantially boosted by
the fact that novices are invulnera-
ble — so until you start to climb the
fadder to social success you can
take most risks with impunity.
What's more, the game makes it
easier to amass treasure 1o siart
with, Certain valuable items
(known as ‘Loys') are only obtaina-
ble by novices. If a seer, for exam-
ple, tries to carry one it will wriggle
out of hisfher grasp.

Combine that with the fact that
incoming players are presented
with a rddle which not only
guides them to their first treasure
item but also helps them work out
what to do with it and you're con-
fronted by a game that has gone
out of its way to be ¢asy to play lor
inexpericnced  gamesters. This
must be an essental tactic for any
MUG wanting to attract large
numbers of users and is one area
where MUD can perhaps be criti-
cised — the Land we entered a few
issues back can be quite a frighten-

ing place for the newcomer,

-
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The Price of
Magik ...

As in MUD, the aim of SHADES is
1o collect and steal treasure, Kill
mobiles and other players, and in
doing so to progress from lowly
Novice to wondrous Wizard.
Wizards in SHADES have similar
powers to their counterparts in
MUD - they can do practically
anything, 1 was intrigued to dis-
cover that in SHADES, however,
Wizzes can even create new loca-
rions and objects. Just as well as
there are only about ten of them at
present — otherwise life could
become rather confusing!

Lyn Barrett of Micronét reckons
it would take you a minimum of
200 hours to become a Wizard in
SHADES. It's tempting to think
that the ultimate social distinction
is rather easier to attain here than
it is in MUD. The pricing isn't bad,

either. Provided you play after six

o'clock in the evening, the cost
works out at 97p per hour, which
is billed on your Prestel/Micronet
bill at regular intervals.

I Xﬂu played during the day,
you'd have to add a massive 3.60
per  hour Prestel connection
charge, which would make the
game very expensive indeed -
especially when you remember to
add the cost of the phone call itsell

ES!...

—47p per hour at off-peak rates for

| a local call, but substantially more
during the day. 99% of UK sub- '
scribers, by the way, can access
Prestel for a local call charge =
another advantage over MUD as it

stands at present.

i

Getting Bigger

SHADES has about 700 locations,
but this figure changes regularly
since a new game database IS
loaded up with remarkable fre-
quency — sometimes as often as
once every two weeks, There are
currently about ten mobiles in the
game and about 30 treasure items,
but as with the locations these
change frequently.

However, now that Micronet
have go! the SHADES hardware

up and running properly, and naw.

that they're looking at direct dial
possibilities from non-teletext ter-
minals, there’s bound to a big leap
in the service provided.

“We want to move give Micro-
net members the widest choice ol
multi-user entertainment, includ-
ing second generation MUGS
which involve more sophisticated
interaction with the user”
declared Mike Baron, SHADES
technical whizz kid. Pant of the
problem he reckons, is that mosi
MUGs are rather tame affairs,
“You just wander round a
database and things happen. What
we want to expand is the sense of
role-playing and the mult-user
element.”

There are already certain situa-
tions in SHADES where success is
only possible through co-opera-
tion - with othet characters, but
Mike wants to see these substan-
tially developed. “We could make
it possible for people to gang
together in groups to achieve cer-
tain objectives”, he says, “'so col-
laboration becomes more impor-
tant and players can develop
proper relationships with other
players.”

This all begins to sound rather
interesting, muses the Bearded
One, Next month, we'll get on-line
and give you a demo of SHADES
inaction . - .

Getting into SHADES ...

1f you're already a Micronet member then you can gain access Lo SHADES
without difficulty. If. however, you don’t have a Micronet or Prestel
account you can get a briel demonstration of the service by dialling one

of the following three numbers

Dl &18 1111

041 6181111

06l 6181111

You should have your modem set up for 1200 baud receive, 75 baud

transmit. The daia protocol is the same as for MUD and BT Gold

Once you're connected, you'll be asked for a customer identity
number. Enter 4444444444 (ten fours). When asked for a password
enter 4444, The demonstration is primarily ol Micronet and Prestel ser-
vices, but SHADES is dealt with, albeit briefly. Most useful, however, is
the facility within the demonstration o orderan account ilvousodesire.
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| Since we've been on the subject of
- | on-line services in this issue, it's
i m mentioning a letter from

Al Jennings who writes in ask-
= “?E—fi'“f How about a section for modem

| compueter clubs? | have an advert on

Compunet in the De*D section ie start
| an adventure helpline, but unfortu-
nately I haven't had much a response.
wold be grateficd if youw could give me
“The club is called the AGH {Ad-

re Games Helpline) and | would
ested in people who want help
arid people who would like
a member. It doesn’t cost a
e and is purely a user-user
fice, For compunet users
Jo

“lever Contacts

er Contacts column con-

_Hnues to generate an extraordi-

| nary amount of mail. The question

of selling computer game solutions

| is frequently aired, so pfrhags the
Wiz had better repeat his judge-

- | ment on this one — there is

| NOTHING wrong with selling

_ ['adventure games solutions. But

remember that people who write

to the addresses given in the

Clever Contacts column are

expecting FREE advice, so thai

means that it is a bit mean to send

| them a reply asking form money.

- | Alterall, if they can’t afford the

| advice, they possibly can't afford

-%_3;’: '@1.&' e .-qbq et

b

L - However, it’s nice to hear Paul
R ﬁo&&nsinging the praises of at
| least one CC - Peter Brown,

| i"? | U ... whoreplied to my letter
;%.33; | IMMEDIATELY " and Nigel

§' | Morse, ' . who answered my
questions ub:;m Zork | VERY
- | prompitly and polizely and is a man
whao aﬁénm!ypﬁmm wihat he is talk-
g abowt, He was just as helpful when
I phoned hin wp. " Sincere thanks
from the Wiz, Peter and Nigel, for
‘| upholding the standards of the col-
ummn.

On a different tack, a rather
longer letter from Rod McKen-
zie, who wasa little surprised to be
asked for solutions by . . . one of
the other Clever Contacts! 0K,
writes Rod, it gets frustrating to be
totally stuck. [ myself have had help on
| acouple of games (Heroes Of Karn

and Gremlins) but to my mind play-

i1y a game with a solution to hand is

@ pointless exercise. Do you agree?"!

- Yesindeed 1 do, Rod, but that

o ‘t mean that those who play

| and peek are doing anything

'Ef that's the way they get

heir enjoyment, let them go

d and don’t bother yourself
| S

10 waste a stamp in the first place. .

mags, asked at local and not so local
shops, and even phoned up the Great
Man (I suppose he means me —
Wiz), but my efforts were unre-
warded. You are my last hope. Can
you tell me if such a game exists, and
if 5o where can I get a copy. Many
thanks and keep up the good work. '
Well, Mark ‘Slippery Jim*
Stevens, the answer is yes, there
issuch agame. Iseem torecall that
it was entitled Srainiess Steel Rat
Saves The World . . . or something
like that. I also seem 1o recall
(though I may well be wrong -
other readers could enlighten me
here) that it was published by
Maosaic, who now produce those
Level 9 Adrian Mole games.
Mosaic’s numberis 01 226 0828,

Absolute Beginners

“Could you please recommend to me
an Infocom adventure for absolute
beginners as I'm getting very despon-
dent. " writes A J Piddock. well,
Adrian, you could do worse than
Wishbringer, which was specially

- devised for beginners and is also

(in the Wiz's opinion) and excel-
lent game. Go for it!

Wizard Tips!

Ahar, me ol’ wand wagglers. Geta
load of these tips, sent irtby worthy
souls around the world to rescue
you from the jaws of the Bal-

rog . .. And as you do, thank the
names of Warren Lee Melia,
Daniel Doherty, Jason Jen-
nings, and Nick Carter.

Wild West

{in the desert at the bull’s skull)
It’s boring here let’s go (3)

Take stone (1)

Let's go (3)

Take stone (1)

Examine skull (2)

Kill the snake (1)

Examine skull (2)

Take the nugget (3)

Move on (3)

Take a rest (1)

When you've done that, the road
runner will appear. Carry out the
lollowing instructions as quickly
45 you can as there is a time limit:
Catch the road runner {3)

Run (3)

Let it go (3)

Take a rest (3)

‘Run as hard as you can (2)

Hang onto coach (1)

HitchHikers Guide To The
Galaxy

To get the Babel Fish, hang your
Gown on the Hook, cover Drain
with Towel, put Ford's Satchel

next to the Tiny Robot Panel, put

Junk Mail on top of the Satchel,
and then press Dispenser Button.

Kentilla

Velnor's Staff and Gold Ring will
prevent disintegration if used
properly = wear the ring, say

SAGAGOO, and hit the Ward,
Insert Rod in Idal 1o block Sword
Arm, =

Get the Karush to reflect on things.

Spellbreaker

The 1dol is a yawning animated
problem.

The Ogre suffers from hayfever.
Perhaps some pollen would

help . . . Serpent too big? Try tak-
ing him down in size,

Borrowed Time

Thugs on your tail? Don‘t bother
with the boysin blue - it's better to
rely on trash,

Kayleth
Trapped in a stomach? Give it
something to throw up about,

Tass Times
Fungus can help with creatures
guarding a gate.

The Institute
A green man not letting you pass?
You do need a drink, don't you?

Winter Wonderland
Try cleaning the ice for the pass.

Leather Goddesses
Stuck in the gorilla cage? A Marsa
day. ..

Clever
Contacts

Once again the White Wizard pre-
sents his unique guide to the great
adventure brains of the world.
Here in this column you will find
the names and addresses of those
most qualified to assist you in
times of trouble. And who knows
= you might even make a new
friend as well.

Seabase Delta, Zim Sala Bim.
Mindshadow, Dracula Part 1
Trevor Attridge, 31 Lower
Swaines, Epping CM16 5ER

Grand Larceny, Castle of Terror
Darren Sarginson, 12 Leighton
Terrace, Birtley, Chester-le-
Street, Co Durham DH3 1IN

HitchHikers, Hollywood Hijinx

A Grue (!), Flat 2, 262 Queens
Road, Beeston, Notts NG9 2BD
Tel: Nottingham 254954

All Zork games, Enchanter, Sor-
cerer, HitchHikers, Starcross, Sec-
ret of Barstow Manor, Hobbit,
Gremlins, Colossal Cave, Dallas
Cuest

Mark Flavin, 12 Guinea Street,
West Kagarah 2217, Sydney,
NSW Australia

Adventureland, ‘Adenture Quesi,
Arrow of Death | & 11, Ballyhoo,
Blade of Blackpoole, Borrowed
Time, Buckaroo Banzai, Castle of
Terror, Circus, Colditz, Crystals of
Carus, Cutthroais, Dallas Quest,
Dungeon Adventure, Emerald
Isle, Empire of Karn, Enchanter,
Erik the Viking, Bscape from Pul-
sar 7, Espionage Island, Eye of
Bain, Feasibility Experiment,

Forest at the Worlds End, Ghost
Town, Golden Vovage, Gremlins,
Gruds in_ Space, Hampstead,
Heroes of Karn, Infidel, Invincible
Island, Kayleth, Kentilla, Leather
Goddesses, Lords of Time, Ludifers
Realm, Magicians Ball, Magic
Stone, Mask of the Sun,
Mindshadow, Mission Asteroid,
Moonmist, Mordon’s Quest, Mys-
tery Funhouse, Mystery of Mun-
roe¢ Manor, Ninja, Perseus and
Andromeda, Pharaohs Tomb,
Firate  Adventure, Planetfall,
Pyramid of Doom, Rebel Planet.
Red Moon, Return to Eden, Ring
of Power, Robin of Sherwood,
savage Island 1, Secret Mission.
Ship of Doom, Sorceror, Sorceror
of Claymorgue Castle, Souls of
Darkon, Spellbreaker, Spiderman,
strange Odyssey, Tass Times, Ten
Little Indians, The Count, Golden
Baton, Hobbit, The Institute,
Jewels ol Babylon, The Journey,
Never Ending Story. Pawn, Time
Machine, Wizard and Princess,
Quest of Merravid, Tower of
Despair, Tracer Sanction, Twin
Kingdom Valley, Ultima L Il &1V,
Urban Upstart, Ulysses and the
Golden Fleece, Valkyrie 17, Vel-
nors Lair, Yoodoo Castle, War-
lords, Waxworks, Winter Won-
derland,  Wishbringer, Witches
Cauldron, Wizard Akyrz, Wrath of
Magra, Zork 1, 11 & 11, Zzzzz . .
Nick Carter, Southampton
Tel: (0703) 474777 2pm to
10 pm ONLY

Heroes of Karn, Bored of the
Rings, Gremlins, Voodoo Casile,
Zim Zala Bim, Mugsys Revenge,
Tropical Adventure, Dracula, Holy
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Grail, The Pawn, Return (o Oz,
Masters of the Universe, Robin of
Sherwood, Fourth Protocal, Brice
ol Magik

Christophe Brassart, 67 rue de
I'Abbe Lemire, 59200 TOUR-
COING, France

Sherlock, Gremlins, Hulk, Spider-
man, Fourth Protocol, Dallas
Quest, Terrormolinos, Hobbit,
Castle ol Terror Parlapas Aris, 18
Pyrsinella Str 453 32, loannina,
Greece Pawn, Tass Times, Bor-

rowed Time, Tracer Sanction,
Mindshadow, Slarcross,
Wishbringer, Scastalker, Bal-
Ivhoo, Enchanter,  Sorceror,

Spellbreaker, Leather Goddesses,
Hitchhikers, Hulk, Spiderman,
Fantastic * Four, Gremlins, Red
Moon, Sorcerer of Claymorgue
Castle, Worm in Paradise, Dun-
geon Adventure, Colossal Adven-

ture, Return 1o Eden, Ultima III,
Ultima 1V, Nine Princes in Amber,
Pilgrim, Perseus and Andromeda
Guy Thomas, 17 Borstal Hill,
Whitstable, Kent CT5 4NA
Tel: 0227 274846 10 am to 8 pm
ONLY

Tower ol Despair, Dracula, Adven-
ureland, Zim Zala Bim, Castle of
Terror, Time Tunnel, Eureka -~
John Paterson, 8 Bracadale
Road, Baillieston, Glasgow
G69

Tel: 041 771 7729

Morden’s
Hacker
Nigel ‘Nemesis” Richardson
Tel: 01 360 8325

Quest, Spiderman,

Pirate Adventure, Circus, Zzzz,
Terrormolinos, Subsunk, The Sor-
ceror of Claymorgue Castle, Quest
of Merravid, The Habbiat

Danny Dinneen,

12 Eis{mp scourt Way, Wilton,
Cork, Republic of Ireland

Red Moon, Emerald Isle, Worm in
Paradise, Hulk., Hobbit, Upper
Gumtree, Hacker, Grand Larceny,
Merry Christmas from Melbourne
House, Robin of Sherwood, Snow-
queen, Kentilla, Gremlins;
Eureka, Terrormolinos, Lords of
Time, Pirate Adventure, Sherlock,
Bored of the Rings

Jason Jennings, 102 Berkely
Road, Shirley, Solihull, Birm-
ingham, West Midlands B90
ZHU

Ultima 1V, Zork 1I, Suspended,
Pirate Adventure, Voodoo Castle,
Critical Mass, Wizard and the Prin-
cess, Mission Asteroid, Mummy’s
Curse, Mission Impossible, Robin
of Sherwood, Masquerade

Derek Wong, 42 Ingram Road,
Thornton Heath, Surrey CR4
S8EB

Hampstead, Sherlock, Bored of the
Rings, Boggil, Fantastic Four, Lord
ol the Rings, Terrormolinos, Castle
of Terror, Mordens Quest,

Zzzez . . ., Heroes of Kamn, Twin
Kingdom Valley

David Sutherland, 54 Wen-
dover Road, Eltham, London
SE9 6PB or 01 319 3395 after
6pm

Zork 1, 11, 11, Adventureland,
Dangermouse in BFC, Ear-
thbound, The Helm, Marie
Celeste, Temple of Terror, Valkyrie
17, Temple of Vran, Mask ol the
Sun, Lords of Time, Dallas Quest,
Infidel, Mystéry Munroe Manor,
Gremlins, Supergran, Planetfall,
Ulysses, Blade of Blackpoole, Seas-
talker, HitchHikers, Ultima 11,
Search for King Solomons Mines,
Skull Island, Murder on the
waterfront, Suspended, Cuith-
roats, Sorcerer, Enchanter, Ninja,
Stranded, Hulk, Mindshadow,
Lord of the Rings, Starcross, Sub-
Sunk, Worm in Paradise,
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Hampstead, Classic Adventuré,
Colossal Cave, Terrormaolinos,
Robin of Sherwood, Sherlock,
Claymorgue Castle, Emerald le,
Wizard of Akyrz, Return to Eden,
Red Moon, Never-ending Story,
Escape From Pulsar 7, Perseus and
Andromeda, Golden Baton, Bored
of the Rings, Empire of Karn, Kel
3, Feasibility Experiment, Lucifers
Realm, Pilgrim, Secret Mission,
Treasure Island, Wishbringer, Cir-
cus, Arrow of Death 1 & 2, Ten Lit-
tle [Indians, Ring of Power, Quesl
for Holy Grail, Kentilla . . . (More
next issue!)

Margot Stuckey, 14 Marampo
5t Marayong. NSW 2148,
Australia

Hulk, Spiderman. Voodoo Castle,
Hobbit. Pirate Adventure, Merry
Christmas, Robin of Sherwood,
Price of Magik. Lord of the Rings
Nigel Leather, 45 Moreton
Street, Winnington, North-
wich, Cheshire CW8 4DH Tel:
0606 781028

The Golden Baton, Worm in
Paradise, Hobbit, Fourth Protocol
(P13 only)

Andrew Blackman, 133 Ashen
Drive, Dartford, Kent DAL 3LY
Tel: 0322 76887 5.30-8.30pm

Dungeon Adventure, Lord of the
Rings. Quest for the Holy Grail,
Hampstead, Lords of Time, Inca
Curse, Espionage Island, Planel of
Death

David Lemon, 14 Norton Place,
Dunfermline, Fife KY11 4RH
Tel: 0383 728353 after 6pm
Mon-Fri

Leather Goddesses of Phobos, Zork
111, Terrormolinos, Never Ending
Story, Heroes of Karn, Mission |,
Gremlins, Robin of Sherwoaod
RonMcKenzie, 3 Silverstream,
Freystrop, Haverfordwest,
Dyfed SA61 25N

Advemtureland, SubSunk, Heroes
of Karn, Empire of Karo, Munrog
Manor, Hacker, Classic Adven-
ture, All early Infocom titles .. .
Chris Fleming, 235 Meola
Road, Pt Chev, Auckland, N
Zealand, Tel: 867074 .
Voodoo Castle, Heroes ol Karp,
Pirate Adventure, Ten LitL
Indians, Hobbit. Lost City,
lins, Wizard of Akyri, Ques
Holy Grail, Zim Sala bim,
Adveniure, Castle Dracu
Paul Flanagan, 6 Corry,
leek, Co Fermanagh, N
Tel: D36565 594
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BELIEVE ME.. THERE IS OHLY ONE WAY TO BEAT THE

YOUR gHEMY:

I took on the Mutants knowing | was
armed to the teeth with missiles, mines,
torpedoes and more... | could even choose

7/ where | wanted to fight! How could | loose? | mmem— J
~ ...How DID | loose? I've never seen anything E:j it it
like it... they came at me in droves, in swirling
dases, in forms spinning a deadly gossamer and there were more to

S ‘ \ come. | know now that one form of Mutant will never escape a well
JJl.-"

\

planned pattern of mines. It's just the beginning... but | must build
/| the ultimate weapon or Il NEVER be rid of them all!

COMMODORE

221)8.0¢

: }
Dcean f;ﬁftware Limited
6 Central Street - Manchester M2 5HS
Telephone: 061 832 6633 Telex: 660977
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DOUGLAS ADAMS is a successful author. His
radio series, HitchHiker's Guide To The

Galaxy, formed the basis of a quartet of books
that featured Arthur Dent, the only Earthman to
survive the destruction of our planet when it
got in the way of a planned interstellar by-pass.
Mr Adams also worked with Infocom on the
eponymous computer game, which collected
the 1985 Newsfield Award for Best Text
Adventure.

His latest projects involve a new book, Dirk
Gently’s Holistic Detective Agency, and a
new computerised adventure, Bureaucracy —
produced in collaboration with Infocom.
Grasme Kidd spent a while talking about Life,
The Universe and Everything with Douglas
Adams . . . everything to do with computers in
particular.

“For a long time | was making my living by
making fun of computers —then suddenly they
turned round and bit me back . ..

One room in Douglas Adam's Islington flat is
filled with hi-tech musical equipment. A couple
of Apple Macintoshes occupy the desk and
are used for writing — both music and words.

His latest book follows the adventures of
Richard McDuff — a computer programmer
with a fascination for the application of fractal
mathematics to computer music, who is also
suspected of killing his boss. Richard
becomes involved in a web of intrigue that is
finally unravelled by Dirk Gently, a private
detective whose unorthodox methodology
involves finding the whole solution to prob-
lems. Oh, and Dirk saves the entire human race
from extinction in the process of clearing
Richard'sname . . .

Dirk Gently's Holistic Detective Agency
was written and typeset on an Apple Macin-
tosh Plus, using LaserAuthor word processing
software. The opening credits make proud
reference to this fact, and the plot features
computers heavily. *“This is the first book I've
actually written entirely from start to finish on
computer — eight to ten hours a day staring at
aMac . .. it's bound to creep in.”’

Douglas Adams uses computers as tools of
his trade. in association with Infocom as a
medium for his work, and as recreational
devices for producing music. S0 how did he
get involved with computer technology?

“| bought a DEC Rainbow in Los Angeles for
word processing . . . the only programs avail-
able for it, other than Wordstar-type software,

._A mwhat:rﬂuﬂﬂd' DOUGLAS ADAMS receives the coveted Newsfield Award for his
involvement in Infocom's binary interpreta tion of THE HITCHHIKER'S GUIDE TO THE GALAXY . ..

OK, so it's two years late — who's counting?

were produced by Infocom. At that point |
didn’t know anything about computer games—
| had seen games where you chase little crea-
tures around mazes, or shoot down littie aliens,
but they don't really appeal to me. Then | came
across the Infocom games and | thought
‘great . . . thisisliterate, intelligent, witty stuff.
Then | was introduced to the company and
ended up doing the HitchHiker's game, and
now there's another game |'ve collaborated
with them on, called Bureaucracy.

“Whilst | was working at Infocom one day |
went into their development room and there
was this funny looking machine they had just
got in. It was a development Mac, and | saw it
running Macpaint: I've been hooked ever
since."”

Douglas was working as script editor on Dr
Who when the first series of HitchHiker's was
recorded for radio — and he worked with the
BBC's radiophonic workshop on both senes.
Nowadays the equipment in his workroom 15
more powerful and sophisticated than the
hardware used for the sound and musical
effacts on Dr Who and HitchHiker's. It proves
a distraction — often the musician takes over
from the author “| have to be careful ... |
might sit down in the morning to write and
decide to play with a tune for a few minutes
before | start. Soddenly it's half-way through
the afternoon and I've written nothing . . .

“|'ve always been a musician of a kind, play-
ing guitar and things. I've never actually been
a great keyboard player — largely because |
didn’t practise when | was eleven, as you're
supposed to do. I'm also extremely left-
handed and don't have much dexterity on the
right. The great thing about the computer is if
you can writé music, then you can just write it
on the screen and the computer plays the syn-
thesiser = not only plays the synthesiser but
can play several synthesisers at atime and it's
like having an entire orchestra at your disposal.
If you can write it, you can play 1. It's an abso-
lute revelation.

“‘Music is just a hobby at the moment, and
I'm learning it all. There's an awful lot to be
tearned, and I've mastered quite a lot of the
software — stuff like Performer which is a
superb package. At some point — | don’t quite
know when it will be, a few months away cer-

tainly, because I've now got to write another
book — | would love to sit down and record an
album. It sounds in many ways a preposterous
thing to do — on the other hand, it's noc more
preposterous than the idea a few years ago
that | could sit down and write a book!”™

Infocom have just released Bureaucracy in
America, and it should be available on these
shores before too long. The title suggests that
the plot involves one of Douglas Adams’ fav-
ourite topics for poking fun:

*Bureaucracy involves you in all kinds of
increasingly disastrous and catastrophic
adventures. You end up fighting for your life in
a jungle and so on, but actually your object 1s
just to get your bank to acknowledge your
change of address card. Everything flows from
that central impossibility.

“It came from an experience | had when |
moved into this place, about six years ago. |
got a mortgage from the bank, who | reckoned
therefore must be aware of my move, because
this represented their security on the loan. |
sent them a change of address card all the
same, and the next statement they sant to me,
they sent to my old address. So | sent them
another change of address card and the next
statemant after that went to my old address.
So | wrote them a letter saying, 'you of all
people must know the address of my new flat
and that I've moved there — and I've sent you
two change of address cards’. They wrote
back a very apologetic letter saying ‘yes of
course we do understand, we should have
been aware of this . . . we have updated our
records and you shouldn't be troubled any
further.' And guess where they sent the letter?

*1 have a peculiar attraction for this kind of
event — | don't know if bureaucracy has a par-
ticular go at me because | get so enraged by
b

Since the days of HitchHiker's, when he
poked fun at computer technnlng?: and the
people behind it, Douglas Adams has had a
change of heart. He uses computers at work
and play, and there’s little danger of him surviv-
ing happily without his Mac. Indeed, he
exhibits the classic signs of the computer jun-
kie: “'I've just seen the new Mac", he explains,
‘| was in San Francisco and saw Steve Caps
one of the originators. Boy, lust lust lust!™
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As programmer Jon steals a quick break,

Snatcher Sam goes the whole hog and
steals his telly!

=
. - e —— o

ESTLING IN Manchester
wan centre, one floor

above Simply Red's man-
agement, fies the spartan sties —
sorry — offices of that swinish
magazine Qink!

Oink! Publishing was born over
a bottle of wine about a year ago.
Two of its founders, Mark Rodgers
and Patrick Gallagher, were free-
lance writers for Whizzer And
Chips, but only met by accident
when Mark saw Patrick at work in
a library with copies of the comic
spread around him. Patrick knew
Tony Husband as a cartoonist
working on Whizzer And Chips
and Buster. All three were becom-
ing increasingly fed up with the
bland nature of their work, and one
day, over a few bottles of wine. the
conversation turned to the kind of
comic they would really like to pro-
duce.

The trio started throwing ideas
around — never for a moment
believing such a publication could
get into print as a mainstream
comic. A fanzine seemed possible
though, so the team set to work at
drawing up a few of their early
ideas. Tony Husband phoned
round other cartoonists, asking
them if they would be interested in
contributing for fun rather than
money, and was met with an
anthusiastic response.

The idea of having pigs as cen-
tral characters —and the title Oink!
— came from the initial discussion,
and before long, enough material
for the first issue had been assem-
bled. Taking a bit of a fiyer, Tony
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Breakout - acne-style, with Pete's pus-filled pimple . . . &

rang IPC (publishers of 2000 AD,
Whizzer And Chips and Buster
among others) and asked them if
they might be interested in the pro-
ject. A dummy copy was duly sent
off, and IPC eventually decided to
take the project on and become
Oink!'s publishers. Patrick, Mark
and Tony at last found themselves
editing the type of comic which
they really wanted to produce.
The first issue of Oink! was
given away free with 2000 AD,
Whizzer And Chips and Buster,
with the first on-sale issue appear-
ing a fortnight later. This incorpo-
rated a free flexidisc which fea-

tured a couple of piggy pop tunes.
The new, fresh approach paid off
and the publication rapidly gained
a following amongst young comic-
buyers and adults alike. One local
radio station even included the
record in its top ten playlist!

The comic is published
fortnightly,  featuring  reguiar
characters which are anarchic,
anti-establishment — and funny.
Spoofs on ‘traditional’ comic
characters, TV and films appear
from time to time, and each issue
has a theme which runs through-
out.

Uncle Pigg, the editor, along

with other regular piggy charac-
ters, fights an endless battle
against the evil butchers, while the
voice of parental disapproval,
Mary Lighthouse, keeps up a con-
stant barrage of complaint. Rub-
bishman, the smelliest superhero
ever created, does battle with bad-
dies {and other idiotic
superheroes). Burp, the alien from
outer space, zooms round in his
flying saucer oozing foul sub-
stances from his form and having
difficulty with the major organs of
his body —they occasionally go out
into the wide world on their own.

Qink! has attracted cartoonists
who have never worked for ‘chil-
dren’s comics’ before — including
Banx and Haldane — and the
team's fresh approach has
resulted in a successful formula.
Qink! has now established itself:
the summer special should be in
the shops by the time you read
this, and an annual is due to
appear in August — another record
is on the cards... and now
there's Oink! the computer game.

Having obtained the licence to
produce a game based on the
comic, Software house CRL com-
missioned freelance programmer
Jon Williams to produce a suitably
Qinky game. Jon's earlier succes-
ses include the C16 Berk's Trilogy,
and Jet Boot Jack and Knight
Games for the 64 on the English
Software label.

Based in Littlehampton, Sus-
sex, Jon works from home and has
been programming as a hobby
since the sarly Commodore PET




WHAT'S THIS? Pictures of Lid-
don, Penn, Rignall, Eddy and
sumner spouting incomprehensi-
ble spiel (what's new?). Is this
really ZZAP! 647 No — not guite,
it's ZZAP! (no G4) the Italian
equivalent of ZZAP! 64 — and most
amusing it s too, what with JR or
Ps occasionally offening two com-
ments in one review . | .

ZZAP! — the Ralian version, is
published eleven tmes a year by
Hobby SRL (the August issue
doesn't appear due to holidays).
Apparently, there's no direct com-
petition in Italy, and ZZAP! has

-~
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'“ ¥ dowersi Irovare

Mg ®Boli 4 comramay,
My Pugdverse ha o carals

managed to achieve estimateg
sales of 14,000 - sales which are
sadly ignored for our ABC, the
reason beng that our Toreign
counterpart doesnt camy the
same adverts as us.

Mast of the text and pictures
which appear in ZZAP! are sent
from here to Raly, where they are
translated into ltalian. However,
ZZAP! covers not only the [takan
64 software scene, but that of the
Spectrum, C16, Atari and MSX -
games reviews for these machines
are written in Italy. There's an up-
to-date coin-op section, a transla-
tion of Andrew Braybrook's diary
(Procreazione Mentale), a readers’
chart (ZZAP! Parade), an adven-
ture section (written by someane

| A e T T T

"_" | Brig (' mas
| Sime. ma @
uno  spara-

e-luggr abbasianza oia-

called Mago Merlino - better
known as the White Wizard) and
an Malian Terminal Man! Even
some of Mr Penn's editorials have
been re-used (they tend to be
more enjoyable readmg in Italian!).
Features such as news, tips lenti-
tled Top Secret and featuring
many English tipsters), Scorelord
(Datevi Una Mossa) and letters |
(ZZAP! Posta) tend to be very

much 64 orientated '

The same ratings system is
employed throughout - Pre- |
stazione, Grafica, Sondro, |
Appetibilita, Longevita, Rapporto
Qualita’Prezzo and Giudizio
Giobale {!) — with Gioco Caldo (Siz-
zler) and Medaglia D'Oro (Gold
Medal) awards.

Pity there's no chance of an
exchange wvisit ... a few weeks
spent in sunny laly offering opin-
ions on the latest releases would
make a pleasant change from the |
sleepy streets of Ludlow!
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CLASSE
LARCADIA NON ERA
ARMATA  L'UMNICA
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ZZAP! MAIL ORDER FORM
Telephone Ludlow [0584) 5620
Please send me the following items:
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Title (BLOCK CAPITALS please) | software House ! Cisk/cass Amount
I -  ——— . | | ——— ] -

= —— poees
o S I . |
S s 5.0 ' |
SPECIAL DISCOUNTS LT N
£1 off any order worth more t’ll;la“ Etzﬂ] less discount £ | W
5'Dp off HIHE:;"?W 2‘:";.'“” - Total enclosed £ ‘

PLEASE NOTE: Some software reviewed may not be available until its release date. If you are in any doubt
about availability, please ring first. We cannot be held responsible for delays resulting from late or non-release
of titles when previewed befare their official release dates were known.

All prices are as quoted under review headings or known retail prices and include VAT, ZZAP' makes no
charge for post and packing inside the UK. Customers in Continental Europe should add the equivalent of
70p per item ordered. Outside Europe, please write first so that we may advise on postage rates

How to pay: Please make cheques or postal orders payable to NEWSFIELD LTD. If you wish to
pay by Access or Visa please fill in the form below. Please do not send any coinage.

MName

aubscriber no. (if applicable)

Address

Postcode
= A e
i i FIsA
F_'_lgase Debit my Ul:ﬂﬂ.:l:_ﬁ: Account. — E iz 1 y
I wish to pay by Visa/Access (delete as applicable) |'.E |
Signature Expiry date
S R A R | ‘ 1
iease charge my account no | | | l | | | !
| 1 1 | | | = PR I I

£ZAP! MAIL ORDER, PO BOX 20, LUDLOW, SHROPSHIRE SY8 1DB

Flease do NOT enclose this form/payment with any other correspandence ta ZZAP Magazine editonal, as
It will only delay processing your order and may result in loss
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MORE BIG AND MEATY CRUDENESS

IF you cast your mind back to the
last issue you may recall that we
reported on Palace's new fantasy
fighting game, Barbarian - The

itimate Warrior. Remember? The
newspiece was illustrated with a
photograph of three wvery odd-
looking human beings.

Anyway, a copy has just arrived
in our offices, a day after our
reviewing schedule closed — so all
we can do is write a small preview
to further whet your appetite.

It comes in two indepandently
loaded parts. The first is a one or
two player head-to-head chop ‘'em
up, where each player takes con-
trol of a sword-wielding barbarian.
The objective is to gain proficiency
in swordsmanship by bashing

our opponent into submission.
ere are 16 smashin® slashin’
moves to master, including a
repertoire of head-butts, slicin’
and dicin’ sword sweeps, forward
rolls and kicks to the nether reg-
ions, as well as a number of defen-

' gﬂﬁimm-hMMﬂm.mt‘ﬂum#m

sive moves.

The animation is neat, and
there's plenty. of life-juice as the
muscle men fight for survival.
Blood spurts, cuts, gashes and a
fabulous decapitation are por-
trayed in graphic detail — eat your
hearts out Board Of Censors . . .

The second section gives the
player a chance to test out those
newly-discovered fighting skills. A
beautiful Princess is being held by
the evil Drax, a erful sorcerer,
and it’s the player's job to go and
rescue her (what else?). The mis-
sion can only be achieved by the
most skilled of swordspersons, S0
prepare to battle for your life . . .

e lads have had a quick go
(before being chained back to their
desks for the rest of the year) and
think it's . . . well, you can find out
next month, when we publish a full
review. Just to show you that
we're not all meanies, Steve Jar-
ratt has decided to let you see a
screen shot . . .

A VERITABLE ARCADE IN YOUR VERY

OWN FRONT ROOM!

AEMEMEBER the ‘good’ old days
when you'd walk into an arcade
and find such machines as Space
Invaders, Asteroids, Snake and
Space Wars? Well now you can
bring that halcyon era 1o your very
own living room and reminisce
until the cows come home, cour-
tesy of Firebird.

Written by Ubik, a compunet
legend in his own lunch-time, The
Big Four Pack features all four of
those classic arcade games. Al

£1.99 it doesn't take a genius 10
work out that makes them 50p
each (no, but it takes a Rignall -
A bargain and a half

Ed)...
indeed.

Also on the arcade front comes
the official version of Taito's fabul-
ous Bubble Bobbie. Firebird have
nabbed the licence, and are at this
very moment beavenng away 1o
bring a conversion to your favour-
ite home micro. More news when
wa have it.

THE EVER-GROWING FIREBIRD RANGE

HOT on the heels of the latest
Activision re-releases come four
more golden oldies — Futureball,
Pyrarmids Of Time, Fitfall and
BreakStreet

The former s an odd
game, whare the player ta
trol of a ball and has ic
from a network of pipe
water floods the who
Strange but true, and you Oniy
hava to wait a month to find out
more!

A whacky and way out expen
ence is ta be had in Pyramids Of
Time, written by Russeil Leiblich,
the author of Master of the Lamps,
and Pitfall is the prequel to Pitfail
(see review on page 35). The final
offering s the antguated
BreakStreet, a breakdancing
game which uses glant characiers
to generate *the body-popping
action

Four brand new products are
also in the pipeline: 1, Ball, 'a verti-
~ally scroiling shoot 'em up with
footballs' which features a Rob

available to make an armresl.

EVER fancied becoming a private
eye? Well now your dreams can
come true, courtesy of the latest
release from Argus Press — Detec-
tive.

The action begins when you're
summoned to the Big House to
find out who is behind the recent
spate of murders. In true Hercule
Pairot style you have to explore the

Chatting to a suspect. Unfortunately there's not enough evidence

P TEIR

Hubbard tune, ‘the unigue
Spaced Out by gx-lmagine an
Denton Designs John G
UFO, a graphically pretty shoot e
up from Odin and Rainbow Dra
gon, a weird and way oul game in
which you take control of a dra
gon. Incidentally, it was written by
that Helsinki hex hero, Stavros
Fasoulas, many moans ago .
Look out for them all, soon

building and collect enough evi-
dence to make an arrest, a task
which involves interacting with the

other inhabitants of the House.
The forced perspective 3D
graphics and big and bold cartoon
style sprites are used to add
character to the program. Keep an
eye out — there's a review next

month.
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Jets are constantly on the attack to stop the chopper flying any

deeper into enemy territory

AND FOR THOSE BUDDING CROOKS
WHO ARE STILL WAITING . . .

THOSE of you who liked the sound
of ZZAP! Sizzler, They Stole A Mil-
tion, but have been unable to find
it their local shop = fear not. There
have been production delays at
Ariolasoft, which means that their
innovative game based on devious

crimimnal activities has begn unav-
oidably detained. It is now, how-
ever, being released on the 23rd
April, and should be widely availa-
ble thereafter. Price tags will read
£0.99 on cassette, and £14.99 on
disk. What a steal!

MASKERADE AT GREMLIN

GREMLIN GRAPHIC'S next
release will be MASK, based on
the cartoon seres of the same
name. Programmed by the team
behind US Gold's Gauntlet, the
game follows the exploits of Matt
Trakker and the MASK agents in
theirr continuing battle between
Earth and VENOM (Vicious Evil
Network Of Mayhem)

Several MASK agents have
oeen abducted and left stranded
throughout space and time, leav-
ing Matt to do some nifty temporal
Trakking in order to rescue his fel-
low agents. Only once the team is
together again can they mount a

final assault on VENOM. and
secure the safety of planet Earth

In each time zone, Matl must
repel attacks from VENOM, avoid
numarous perils and find both the
agent and his ‘mask’ - all within a
certain time limit

Matt is heavily armed and trun-
dles around in his personal trans-
port, Thunderhawk, which also
comes under attack and has to be
repaired at intervals throughout
the game.

MASK is due for release around
the beginning of July, and we'll
Keep you posted till then.

STREET SPORTS BASKETBALL
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KNIGHT
GAMES Ii

TAKING a well-earned break from
his latest porcine programming
project, CQink! Jon Williams
author of Knight Games is being
Commissionad to beagin work on its
saquel: Knight Games /i, Still at the
planning stage, there's not much
nformation just yel.'but as soon
das any becomes available vou'll be
the first to hear

vedfiei W s LR



MENTAL

PROCREATION

By Andrew Braybrook

After four months of hard labour (ouch), ante-natal depression has reared
its ugly head — and a huffy Andrew Braybrook relates his expenences with
soft and hardware problems, piracy, and computer magazines’ reviews .

Wednesday 18th March

Got back from Chicago yesterday (place dropper)
so it"s back 1o Morpheus today. To compact my
sprites and still be able o use them [ have to write
a de-compact sprite routine for the game, create
the sprites I want and compact them in the first
place. The de-compaction was easy, it just con-
verts the data for one sprite into its real image.
Since the images will be small, they will be a small
clump of data with zeroes before and after i1. 1
shall convert the leading zeroes to a one-byte
count, and specify the size of the central data
clump. This should convert each 64 byte sprite
down toa more-manageable 15 or so—quite a sav-

Confession: I don't actually have any sprites for
this system drawn up yet, I've not been able 1o
draw anything that I regard as suitable. Togetthe
data compacted I decided towrite a BASIC prog-
ram. [t is easier tostop and can report errorsin g
more friendly fashion than just setting the border
colour, Of course it will be a lot slower, but I
won't be running it too often — [ can survive on
test data for a long time.

I've been thinking about the sprite combining
system and have decided that the X and Y reflec-
tons are unsuitable, as images will be drawn with
light coming from one side so any reflection will
cause an incorrect image. 1 will have to produce
any reflected images myself.

The materialisation sequence is also causing
same concern, but with some fancy raster split-
ting I may be able 1o draw up a second character
set with a see-through ship and combine it with
the current ship, then fade it out by converting
the data to run through the grey shades.

Thursday 19th March

This dematerialisation thing is all round the
wrong way. I've been looking at it from a cam-
era’s point of view, The film director would
watch the ship disappear from the docking bay,
fade the picture, fade back in on another part of
space, then rematerialise the ship. However |
think I should be looking at this from the ship's
viewpoint, or at least a remote camera associated
with the ship. Thus the grid and stars would fade
into nothing, leaving the ship, then the new stars
would fade back in. My big problem has been
separating the ship from the grid, I can't just sphit
the screen since the ship can overlay the grnid by
up to two characters, and both are built from the
same character set. I've sort of boxed myseif into

a corner by attempting to extend what I'm achiev-

ing on the C64. I do still have all the sprites free
s0 | may be able to second them for some evil pur-
pose.

I think the reason why there has been a spate
of vertical or horizontal scrolling games is that
those particular formats are best when using most
of the Ch4s capabilinies. It's nice to exiend the
plaving arena for the game, and the C64 hardware

All in a Rush (double ouch) . ..

was designed to help this. In Morpheus I'm
attempting not to use the smooth scrolling
facilities which make up a large part of that dis-
tinctive Commodore look. I therefore have 1o
push further in other departments to end up with
a satisfying product, like the gameplay.

I'm not having much luck designing any suita-
ble sprites. | had a quick thrash on the spnite
editor but didn’t produce anything particularly

a pensive momeant, in which Andrew ponders on the meaning of life, the

universe, and Hewson's deadlines . . .
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inspiring. Sometimes it gets like that.

Friday 20th March
Dav off,

Monday 23rd March

Tried to get some sprites drawn on the sprite
editor, I's difficult to visualise the game when vou
don’t know what half the graphics look like. 1
remember Paradroid went through a stage like
this. I still want to avoid the same old spaceship
designs, and with a sixteen-frame animation sys-
tem I ought to be gble to come up with some-
thing . . .

After a few hours I gave up, having produced
nothing of any use to man or beast. I brought in
the Amiga today so I decided to fire up Deluxe
Paint and trv to draw some sprites with that, |
enhanced my Morphews mock-up picture for
inspiration, but no sprites were forthcoming.

Tuesday 24th March

Went 1o Hewson's to discuss life, the Universe
and everything, Apparently | have tofinish Mor-
pheus this year!

“ST was trying to communi-
cate with extra-terrestrials by
waving an RS-232 lead in a sky-
wards direction, which was
causing pretty patterns to

appear on the Spectrum . . .

1%

Wednesday 25th March

A day of judgement. I think I may have an overall
sprite style. 1 need to show which of two factions
each sprite belongs o, its strength, and they have
1o beable to move in any direction without look-
ing as if they're going backwards. The game
scenano 1s also evolving. In the beginning there
was a pretiy star in the middle of nowhere. A
small reaction in the heart of the star produced
two split particles which split from the star in
opposite directions. These each split into twoand
each one split again. These particles then begin
1o drift towards their respective partners, and
when they meet, fireworks, Your mission Jim,
should you choose to accept it, is 1o bring the par-
ticles together more gently by capturing particles
from one charge centre and deploying them at the
other, Two particles of equal but opposite charge
will cancel each other out, but two like particles
will combine and become stronger. [ also hope to
introduce neutral charges and photons to upset
the situation.

Onthe coding front I'm not happy with the star
rotation, it’s slow and heavy on CPU usage.
There's enough work to do running 32 moving
objects, so the star rotation is out. I've coded the
grid fade-out routine which ok all of 15 minutes
to Wrile as an existing routine was easily modified
to carry out this task. Now 1 can fade out the
multi-layered grid slowly or quickly, and while it
is moving to choreograph the docking sequence
USing existing routines,

ST meanwhile, having written Amstrad
Ranarama in two weeks flat, was trying to com-
municate with extra-terrestrials by waving an
R5-232 lead in a skywards direction, which was
causing pretty patterns to appear on the Spec-
trum. Why bother to build an interplanetary crafi
when you can use RS-232 . . . Anarrgh!

Thursday 26th March

I've uctually managed to rustle up a few sprites -
hang out the flags! | needed an animation
sequence to show two objects cancelling each
other out, so [ drew an implosion sequence which
involves a circle of dots spiralling inwards, fol-
lowed by atwinkle. This takes fourteen frames of
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arumation in total. I also enhanced the docking
bay sprites slightly and put them all together
ready for inclusion in the game. I'm getting a bet-
ter idea of memory usage now, so I can so I can
put various chunks of data in their final places.

[ then setup the colour table for the sprites that
[ have drawn, each sprite image always being the
same colour. [ can modify this table ‘in-flight’ to
cause glowing effects and such-like, soit’s not too
restricting, and saves me a lot of time not having
to worry about getung the colours right during
the game.

We're having minor equipment troubles, the
1570 peeds a dab of glue as it"s getting a bit tetchy,
the 1541 won't read anything, ST has blown up
the C64 and the 1541 analyser disk has a read
error on it! 1'm also still trying to soak out the cof-
fee from my Amiga keyboard which causes some
keys tostick, soit’s not been ourday. ST is key-
ing in the sound routine on the PC and will be
making further enhincements to it, probably in
a mixture of 6502 and Z80!

Friday 27th March
Started to sort out the game structure. The game
will involve frequent returns to the docking bay
for information updates and ship repairs, Rather
than just obtain new units to bolt to the ship, 1
want to make it a little bit more realistic, by the
player having to commission units to be built,
cash in advance. This building may take a while,
50 you won't get them immediately. This will
require some part text, part graphics screens to
supply information to the player. [ feel some nifty
raster splitting coming along as the VIC-II chip
already has its hands full running the sprite mul-
tiplexor, It will either mean the main-line prog-
ram waiting for particular raster positions every
50th of a second, (requiring it to never get
involved inany long routines), or a bit NMI use,
I favour the latter as it's more flexible and doubles
is a security against cartridges. Hackers won't be
able to remove the NMI code as itwill be an integ-
ril part of the game. That should muck up
*Supadupahackem MK 999 - the cartridge that
breaks into absolutely everything up to the year
1997 and automatically mails 26 copies to your
farmily and friends.” And it still can't do Uridium
Plus, chuckle.

| also wrote and keyved-in the data and code for
the system to display any of the three basic ship
layouts on screen, completed with chosen extra

weapons and systems. Now that [ can use local
labels with the cross-assembler [ don't have to
wrack my brain coming up with six-letter unique
names like RFLOP3, [ canjusipur , . . LOOP
everywhere. I bet I'll regret it when I try to under-
stand this code in a year’s time.

"My Amiga appears to be de-
caffeinated too!”

Monday 30th March

Had a long duel with the cross-assembler today,
cross being the operative word. I wanted to do the
equivalent of 2 GO TO DEPENDING ON using
an assembler macro, which is basically a way of
inventing your own assembler commands. The
assembler however insisted on producing 27
error messages, all for one line, where [ had touse
this new command called JUMPY. Noclues were
given, just a bundle of error messages like
“*Labels not allowed here.” Where, you stub-
born goat of an assembler? Give me a clue.
Finally we decided that the assembler has a bug
initasitdoesn't evaluate paramerers properly in
a FOR-NEXT loop. Thus I had 1o key in the
same thing nine umes, twice. There's modern
technology for you!
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ter sets. Having accepted this as a necessary over-
head [ wanted 1o use this fact to combine text and
graphics on screen simultaneously. Not just a
simple split screen but more integrated.

This involves raster splitting and created the
dilemma mentioned earlier {27th March). I can't
use full blown raster splitting for screen changes
as the VIC chip is already using these. Thus [
must try using the NMI time which is like an
alarm clock that tips the bed over, je: you dowake
up immediately. I couldn't guite see how to use
only one set of interrupt routines to run either a
straight graphics screen or a mixed screen. I then
worked out how much extra coding is required to
split the screen, and it’s quite minimal. So one set
of interrupts runs all the time, but in graphics-
only mode the splitting just gets the same charac-
ter set instead of a different one. The game has to
function correctly in either mode anyway so it’s
o real overhead running a small quantity of
unnecessary code all the time. It'sa.case of by the
tme you've worked out which function to carry
out, vou could have done them both anyway.

Uf course the structured approach would be 1o
just duplicate one and a half Kilobytes of code to
create Two interrupt systems and change one
mstruction, however, on a limited memory sys-
tem this is not particularly practical. Anyway I
implemented the NMI timer system which takes
its cue form the top raster interrupt that sets the
first sprites. This starts a timer which basically
SaVs:

*“In about a four hundredths of a second I'll
ring the fire bell and vou go and change the
character set."

This routine then sets the timer for the next
sphit, four times in all down the screen. This also
has the beneficial side-effect that it screws up
ALL cartridges, including the ones that claim to
the contrary (they just don't test them on
AlleyKat, Undium Plus, Terra Cresta, eic).

“Sorry couldn't find them in the shop. ™ Well,
they were looking in the local greengrocers! Very
exhaustive test | must say. My name’s Ben Elton,
goodnight!

Monday 6th April

Ifound it quite disturbing to read one of Mr Man-
gram’s replies in the May ZZAP! Rrap regarding
reviews, which posed:

“Which would vou prefer, an earlier black and
white review . . . orafull colour review a whole
month later?" This has been echoed by Commo-
dore User recently claiming to be first with this
review and first with that review,

Well, since I'm on the receiving end of the
review | figure that having spent six months pro-
ducing a game, it deserves an accurate review, not
to be treated like another lump of nothing on &
production line. How can 1t possibly get an accu-
rate review if the reviewers are simply trying to
be first to get 1o print?

The game should be played on and off for a
couple of weeks, how else can vou test lastability?
Surely you'd rather read an accurate appraisal of
a game, 50 what if it 15 a month later than a bad
one. If vou're like me vou wait for all the reviews
anyway, so whoever got the review out first will
be forgotten!

Also, since the magazines get early review
copies of the game then the review could well
appear before the game is available anyway. That
just frustrates you, upsets the shops and wastes
everybody's time. Applying this to Morpheus, 1
hope to finish it by the end of June, but it is
unlikely to be released before September as the
packaging and advertising will then go into full
SWINg.

[ think it's ultimately up to you, the games
players, to write to the magazines, especially if
the standard of review is slipping. Tell them you
want accuracy of facts with plenty of detail. Col-
our is obviously preferable as this is how most of
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you will see the game, and you don't just want

regurgitated instructions, anvbody can do that,
you want an objective review of what the game is
like to play, what new original features the game
contains. Am I right or am I right?

I put together most of the undocking sequence
today. The ship now accelerates to the right, the
stars and grids moving in the opposite direction.
The grid then fades out and the stars change. The
stars changing gives me a sneaky chance to build
the required sprites over the old grid data. The
only thing not yet in is the docking bay relative
movement, it should gracefully scroll off, but at
present it just sits there. This will all be ted-in to
the sprite movement system, so I'll leave that for
THOW .

It's a long time since I've had the grid off the
screen. It needs the full screen size to give the 3D
effect more impact, and it gives me a better idea
of the playing area size. With a large ship with all
its extensions it’s nearly the full screen height.

Tuesday 7th April

I've rooted out & major stumbling block in the
theory of the gameplay. 1 wanted two particles or
charge centres to split from a star, These would
be of opposite polarity, I then wanted them to
split again into two particles of opposite polarity,
and finally split again, This raised the problem
that an already negative particle can't really split
into a negative and a positive one. It would have
10 split in another ‘dimension’, not necessarily a
physical one, but a mathematical one, for exam-
ple: matter/anti-matter, positive/negative
clockwise spin/anti-clockwise spin, red/blue,
whatever, provided the two opposites cancel each
other out, the last example simply being an arbi-
trary rule, which is all that a game really is, a col-
lection of arbitrary rules. Whether vou match
these toa real sport, or a simulation of some phys-
ical process or something totally abstract is
entirely up to the programmer, I think that may
define the originality of a game or a clone,
whereby a clone game has attempted to copy the
arbitrary rules of another, it's just worse if they
nick the graphics and sound as well! But back ro
splitting particles. I can’t really justify multiple
splitting, it just complicates the situation, ['ve
resolved this by just having one split from a cen-
tral star, although into more than two parts.

In experimenting with the polar vectors I've
begun to compose the title screen sequence, using
routines that will be used in the game wo. [ now
have a many-coloured central star which can ran-
domly spit out particles, in circles or in spirals.
This also allowed me to check the polar vector
table that | keyed in recently. [ told the particles
tostop moving when they left the screen, sensible
enough I thought, I'd rather they didn't float
about through memory. Instead the ones thar left
off the top bounced back and rained down the
screen. This gave rise to the programmer’s war-
cry of: “That can't possibly happen!” Quite
often bugs cause things to occur that haven't been
programmed in yet, or things occur that you
wouldn't be able to program in a month of Sun-
days, f you tried. This one turned out 1o be mis-
keyed data in the polar vector table on the one
number outof 512 that | happened to set the par-
ticles to as they left the screen to stop them, Glad
I found it ar this stage rather than when the data
will be used for sprite movements,

[

. - . wedecided that the only
course of action was to
operate . . .

Wednesday 8th April

The Opus has been causing some concern as it has
not been reading from *Drive A’ properly, which
isa blow because it reads all of its boot-up instruc-
tions from it, so we can't run anything. Upon the

advice of the suppliers we decided that the only
course of action was to operate, just an explorat-
ory to discover whether the drive or the disk con-
troller was at fault. We swapped the leads from
the two drives and it booted up from *Drive B’ 3o
we swapped them back and it booted from ‘ Drive
A', problem solved, it was probably a loose con-
nection, Saves sending it back anyway.

Further organisation of my ship set-up data
means that I might be able roactually interpret it
in a useful manner. [t's all very well being able to
set up these different ships, but the game will
need 1o reference this data later, so it needs vari-
ous pointers into all the tables to be able to get at
the right information guickly.

One thing that has puzzled me, is thart all the
sprites disappear in the changeover from the title
screen to the main game. [ wanted this to happen
anyway, but I didn't tell it 10 do that. 1 realised
thar this is because the sprite multiplexor clears
out the sprite table ready for the next position,
which don't arrive if it's busy setting up the
screen — so what am [ to do in the pause mode?
All the sprites will disappear. Any offers?

Thursday 9th April

Took the bull by the horns and began work on the
control mode. From a programming point of
view this 18 the most complex one that 've done
vet. [tisarguably the most important part of the
program, as it is the interface between the player
and the game. [t must therefore be very carefully
tuned up to allow the plaver as much freedom as
possible, 1o make his or her own mistakes and not
be able to blame the game afterwards!

It took a while to actually get the thing started
as I'll be using the fire button to move from one
section of the ship to another, but I was also using
this to return to the monitor so every time I tried
tomove on the screen it returned o that, A quick
alteration put that right, but the flashing blue
square representing the current position refused
to move. This was because it thought it was in rwo
different places at the same time. Realising my
error | fixed the initial start position routine thar
always locates the engine room, [ began by mov-
ing at rocket speed. Moving one character posi-
tion every cycle is too fast, I gave it a delay of three
cyclesin any square but controllable movement.
Having rigged the hold down fire-button to dis-
engage from a particular system and put in the
movement, | needed the routine to re-engage into
another system and identify it so that the proper
things occur when using it. It's no good sitting in
the landing bay being able to fire rockets. That’s
where [ needed 1o access into the ship setup table.

Got that system up and running 100, and
implemented my first use of my JUMPY macro,
the wonderful GOTO DEPENDING ON.

Friday 10th April

Got tothinking today that ] may move the shipa
few characters 1o the left so that the primary play
area is on the right-hand side of the screen. This
will have the effect that the ship will actually
touch the docking bay structure, which can't be
a bad thing. Maybe I'll try it. I'm also planning
the title sequence and considering the pos-
sibilities of a demo mode, but I've never been 1o
fond of them. It’squite hard to demonstrate a
tairly complex control mode well,

ST has been fimishing work on the new sound
routne for the C64. He's upgrading it for more
complex sounds and music. He did try to explain
some of the new ways of producing sound effects
to me but it's really hard o relate 2 bunch of num-
bers to a sound effect. You just have to experi-
ment with it. | won't be putting the sound mod-
ule in unril the last few weeks, so maybe ST will
send me on an [IBM sound effects course in
Florida!

To Be Continued . . .




21st CENTURY WARRIOR:
Apache GUNSHIF

: ! ' Sﬂﬂmmm _mﬁm: ﬂtﬂﬁtﬁﬂm
.ﬂmmmmm hnﬂlt n&mﬁﬁnﬁemndam adventure! Gﬁﬂlﬂﬂﬁm&w and YOURSELF with this
electronic battlefield. utranlﬁnm simulation.

Gunship's revolutionary 3.D graphics enable you, the pilot, to fly into the  GUNSHIP for Commodore 64/128. Cassette £14.95, Disk £19.95.
world's hottest trouble spots . . . You'll use an unbelievable array of high

tech information and weapon systems, including lasers, video cameras,

night viewers, radar warnings, jammers, computers, missiles, rockets,

flares and a 30mm cannon! Successful missions will be rewarded with

medals and rank promotions.

Experience the danger and excitement of attack helicopter action . . .
your latest adventure in the ever-growing line of MicroProse Simulation
Software.

MICROPROSE SOFTWARE LIMITED, 2 MARKET PLACE, TETBURY, GLOUCESTERSHIRE GLE BDA. TEL: (0656) 54326, TLX: 43422 MPS/UKG
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TIC ANTICS

YOu can enter your rocket
and head for outerspace.
GAME ELEMENTS
Booby trapped ice,
Spy Vs Spy the Arctic Antics ~ snowball fights, water
takes place in the wintry buckets, snow shoes,
conditions of the Arctic saws, TNT, ice slicks, .=
complete with igloos, polar  drifting snow, deadly ST
bears, penguins, snow Kcicles.
blizzards and other natural PROGRAM FEATURES
hazards. Your mission is to Full scrolling screens,
find a space helmet, Real Time Animation, £l /mpimind
Available for Commodore 64/128, Atari 400/800/XL/XE48K ram
cassette 9.95 disk 14.95
Available from all good computer stores or post free from:
Databyte, 15 Wolsey Mews, London NWS5 2DX Telephone 01-482 1755




THE GOOD, THE BAD AND
THE UGLY

Juliaﬁ’s fancy has turned to love, and .instead of taking a cold shower helogsoninan aﬁemhi

to calm down . ..

t's nice to see the 'net bursting
Iintn life with a positive plethora
of demaos, pictures and all soris.
After a few montns of relative inac-
tivity and not a lot of innovation,
death and gloom merchants have
had a chance to preach of the hal-
cyon oays of last year when it
seemed hundreds of outstanding
demos were uploaded every night.
Well. were nol about to be
plunged into a thousand years of
dark. demoiess misery and here's
the evidence . . .

Take a look at WOBBLY
SHARKS and WOBBLY PULGER,
two exceptionaity gc:c-d pictures
from Pixei Productions. Not only
are they pretty to ook at, they "'np-
ple very convincingly (as well as
piay the tunes from Ocean's Mut-
ants). Weii worth a trudge through
the DEMO DIR 1o find them (I can't
tell you exactly where they are
pecause Steve has eaten half my
notes)

A cracking good demo which
never fails to impress is MAN ON

THE MOON by Dirty Den of the
Eastenders GCracking Group. A
really fabulous Commodore rendi-
tion of the classic Astronaut
photograph  taken bi,' Meil
Armstrong in 1869, complete with
stirring Rob Hubbard tune. GOTO
206428 and DNLD as soon as pos-
sibie.

The Judges are out and about
twice this month with a duo of
demos, both of which can be
found at 2046428 TOUCHME isa
good laugh and not only has all six
teasin’ an' reavealin” pictures from
Martech's Sam Fox Strip Poker,
but also has a romping version of
the tasty dolly bird’s raunchy top
pop hit, Touch Me. The othar
demo is called RASCAL - a highly
amusing cartoon picture with the
brilliant Miam/ Vice music and a
flip-over scrolling message. Both
are definitely worth the DNLDing
time.

in the same DIR is 1001's
MOWVIE I, a full screen scrolling
meassage of greetings and verbal

Bio Brother Is Watchinog You

SKOOLDITZ - a binary interpretation of the new 1984 cover

MAN ON THE MOON - picture by LAMY, music by ROB HUBBARD

and coding by DIRTY DEN

beatings accompanied by music
from the USA/DUTCH team.
Worth ook, just to read what's
going on in the world and who's
stealing who's routines. By the
way, a thanks much to the
USA/DUTCH team who sent their
demo disk to ZZAP! it contains
gseveral incredible tunes, using
four channels, sampled drums and
5 N to produce soime amazing

5. Whether or not they will be
UPLDed onto the net is another
thing, but keep an ear out - the 5iD
chip could well be on the brink of a
new era.

Plasma Graphics have three
very worthy demos In their DIR at
23%95. CAN CAN is famously
ghastly — a travesty of a demo with
the most awful of tunes. An essen-
tial DNLD if you happen to be on
the 'net. SKOOLDITL Is a very
competent picture based on the
cover of the 1984 book, and DH
LAWRENGCE is a very amusing
demo featuring the great poet him-
self and three tunes, including the

Wombles music and 'On likley
Maoor Bhat "at’. Well worth iooking
— and laughing - at (or with).
Another neal demo can be
found at 230781. Psy's PSYMONS
PIX features two pictures,

Nemesis The Wariock and Mal

Croucher's wvery own perfect
being, Tamara Knight. it also fea-
tures all of the music to Auf
Wiedersehen Monty, including ail
13 of the ghastly jingles {aargh!).
What's really nice. though, is the
crunching routine — quite a shock
when you first RUN the program!
MNow then —if any of you netlers
play a part in some area of Com-
punet and think that it deserves
coverage, then write in, expiaining
the function of the area and any
details you think relevanl. The
address: ZZAP! COMPUNET
COVERAGE. ZZAP! Towers, PO
EEEW. Ludiow, Shropshire SY8

One of PSYMON'S PIX - Nemesis The Warlock

D H LAWRENCE has something interesting to tell you . . .

d N
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~ It's time to delve back into the depths of history — 17 months ago
to be precise. The items under scrutiny are ZZAP! issues Nine and

Ten-the January and February issues of 1986. Julian Rignall
and Gary Penn take a look at the games reviewed and decide

retrospectively whether the ratings were fairor not.

[

[ L[]

KORONIS RIFT
Activision/Lucasfilm

Following on from the much-
admired Rescue On Fractalus
came Koronis Rift, a program
which uses fractal mathematics to
produce stunning first person 3D
effects, The objective is to explore
the planet of Koronis Rift, an
ancient weapons testing ground,
and loot the giant war machines
which now lie abandoned. The

S R N W=

team found it an exhilarating
experience and were much impre-
ssed by its flexibility. "“This has to
rate as one of the releases of the
year'' enthused Mr Liddon, while
Julian went one better, saying:
“this is definitely one of the all-
time classics. " Gary Penn thought
“the whole product oozes with
pmfessinnaliﬁm. =

;f presented and polished
m a ‘T’ - a trademark typical of
Lucasfilm. What appealed to me
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most about Koronis was the com-
plete and utter freedom within the
program's environment, and the
fﬁ:[ta feeling of ‘being there'.

No, | don't think it deserved a Gold
Medal — the ratings were spot on
at the time. It's a competent con-
cept, but I've always felt that it
g:;sn't quite used to the full.

(Jaz) At the time | thought that this
too deserved a Gold Medal, and
still do. PRESENTATION should
be up by a couple of marks and
OVERALL up to 97% —it's a very
classy product which hasn't aged
at all.

(Gaz) The cassette multi-load
brings the PRESENTATION down

at least ten percent. GRAPHICS
and SOUND down by ten percent
aplece, HOOKABILITY and LAS-
TABILITY down to low eighties,
and VALUE and OVERALL down
by ten percent.

BALLBLAZER

Activision/Lucasfilm

The Gold Medal award for January
went to the second Activision/
Lucasfilm release of the month —
Ballblazer, a simple but incredibly
playable one-on-one futuresport
simulation. A horizontally split
screen is used to display the action
from each player's viewpoint as
both battle to outscore ona
another. " This is definitely one of
THE games of the year"
exclaimed Liddon, echoing his
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opinions of Koronis Rift . . . Penn
agreed heartily, "“without doubt
the release of the year" and Rignall
was happy to offer his sentiments:
“it's funny how the simple games
usually tum out to be the best.”’

A brilliant concept ly exe-
cuted. Ballblazer is THE one-on-
one computer sports simulation. It
really comes into its own when
played against another human -
the computer opponent is good,
Eﬂt ultimately predictable.
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This is a timeless classic — a game
you can load any time and enjoy,
more so when playing against a
human opponent. | suppose the
ratings dld? k alittle extreme, but
| wouldn't e them - it's an
excellent product.
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(Jaz) The ratings are fine. It has
become a legend in its own time.

(Gaz) | couldn't agree more.
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ROBIN OF THE
WwWOoOD

Odin

This very pretty Sabre Wulf-style
arcade adventure seduced our
team, who spent many a happy
hour cavorting around Sherwood
Forest in search of rich paople to
rob and poor people to help.
" Robin of the Woodis a real class-
ic" {as opposed to a phoney one
we assume) said Julian, while Gary
Pann described it as "'very pleas-
ant and compulsive.” Gary Liddon
sealed its Sizzler status and
gushed, "an excellent game and
worthy of attention.”

This is an extremely pleasant
arcade adventure and | really
gnjoyed romping around the
wood. The graphics and sound are
fremendous and complement
jaﬂch other perfectly.

It still iIooks fairly attractive, but the

gameplay seems tired, what with
so many games of this ilk being
released over the past year and a
half. Still, this is one of 6din‘5 het-
ter releases - it's such a shame
that their recent eHorts haven't
Gba&np as interesting.

(Jaz) LASTABILITY down by about
ten percent — once solved the pro-

gram loses is appeal somewhat,
and OVERALL and VALUE down
by about three percent each.

{Gaz) GRAPHICS down by ten per-
cent, SOUND down to low saven-
ties, HOOKABILITY and LASTA-
BILITY down by fifteen percent,
and VALUE and OVERALL down
to high seventies. It's still a good
buy.

FIGHT NIGHT
US Gold

This much-touted cartoon-like
boxing simulation allows you to
build and train your own boxers
and pit them against five whacky
computer-controlled pugilists.
Gary L went into poetry mode
whan he recited, " Fight Night is

the best, forget the rest." Julian
was slightly more reserved, but
still enthusiastic and commented
“an excellent product which
shouldn't be missed." "Good to
play and fun to watch, combining
natural laws with those of the ani-
mated cartoon strip”' said Gary P
somewhat ambiguously.

Beautifully presented with some

tremendous graphics — the boxers
are very cartoon-like, beautifully
animated with some very humor-
ous touches. It's a shame that you
couldn't pit two built boxers
together - the novelty wore a little
thin after meeting all five computer
boxers.

JR

Unlike Activision's

Barry
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McGuigan's Boxing, this hasn't
stood the test of time particularly
well. The humour soon wears thin,
and the boxer construction set
doesn't compensate for the lack
of moves. it's still mildly entertain-
ing, but not in the same league as
gtlfivisiun's boxing simulation.

(Jaz) Both LASTABILITY and
SOUND down by about ten per-
cent. The rest of the ratings are fine
— it's still one of the best (and
definitely the funniest) fighting
games around.

{Gaz) PRESENTATION down to
low eighties, mainly because of the
cassette multi-load. SOUND
down to low fifties, HOOKABILITY
down to mid-seventies, LASTA-
BILITY down to low seventias,
VALUE and OVERALL down lo
mid-seventies.

BOUNDER

Gremlin Graphics

Bounder is one of the most difficult
games to describe. It's a sort of
vertically scrolling platform game
which has you bouncing a tennis
ball along a network of platforms
high above the atmosphere. ..

The best way to appreciate it is by
playing, and play the ZZAP! team
did. Julian waved both thumbs
aloft and cried gleefully, "' each one
should come with a government
health warning." " Bounder is one
of the games of the New Year"
said Liddon unimaginatively, while
Penn went so far as to say "one of
the most addictive games | have
ever played,” a quote which was
later used on the packaging, much
to the annoyance of a certain ‘rival’

magazine.

The only problem with this is that
it's too difficult — later levels are
seem aimost impossible fo
negotiate. Nevertheless, that
didn’t stop me from enjoying the

program immensaly.
JR

It is tough, but highly addictive - |
found it difficult to tear myself
away. The approach is unique, but
there's room for improvement,
and I'm surprised that not one
clone has yet appeared. | just hope
Gremlin significantly expand on
the original when they write Boun-
der Il.

GP

(Jaz) Perhaps SOUND and LAS-
TABILITY were a little OTT, but
otherwise the program was fine —
especially with a free copy of
Metabalis on the back.

(Gaz) SOUND was overrated a
touch - it should be nearer the low
eighties. GRAPHICS down to mid-
seventies, HOOKABILITY down a
couple of percent, LASTABILITY
down to high eighties/low nineties,
and VALUE and OVERALL down
to high eighties. It's aged, but not
greatly.

Frevemlatbon 1%
Graphics #5%
Seowmo 0%

Muokabal iy Ll b

Lastability ¥7%

Walue lor Momey
Ll ]

Crverall 97%




THE EIDOLON
Activision/Lucasfilm

Another Lucasfiim 3D fractal exp-
loration game — this time putting

/

REVS
Firebird

This is Geoff Crammond's first
%r;e for the 64, the second being

Sentingl. It's a realistic racing
car simulation in the true sense of
the word, and is conseguently very
difficult to play. However, the team

vou Into the seat of a strange victo-
rian maching that lets you travel
into the depths of your own mind,
and discover the horrors within.
“Yet another classic game from
Lucasfilm ™ pﬂsturataig Penn, an
obvious fan, “Superb graphics
reésulting in fantastic realism as
you penetrate the mysterious
caverns’ ranted Rignall, another
convert. “There's no criticism |
can think of for this game" lec-
tured Liddon. However, many
readers disagreed with the team'’s
judgement and arguments raged
for months . . .

Another super-slick fractal prog-
ram with a fabulous atmosphere.
The graphics are nothing short of
stunning, and the game plays like
ﬂ l;q:-.‘ass-f'c filrm.

Sadly, The Fidolon failed to make
a significant |mfac:t | suppose it
was due to the fact that it doesn’'t

Wakue For Manoy
b el
I .

Crawradl 97%

ook particularly enthralling — but it
is. The atmosphere and feeling of
'‘being therg' is uncanny — it still
hasn’t been surpassed, and more
than makes up for the lack of van-
ety. A true classic, which hasn't
ﬁﬂ%’tﬂd since its release.

(Jaz) With the exception of the

slightly underrated presantatinon
mark, the ratings are perfact The
Eidolon is an animated advertura
in the true sense of the word W'sa
shame that alot of you didn't agree
withus. ..

(Gaz) Agreed, PRESENTATION
should have baean higher — and all
of the ratings stand true now

persevered and after a lot of prac-
tice could just about drive around
Silverstone and Brands Hatch
without writing the car offl “ Truly a
fabulous ram — every driver's
dream'’ said Julian, who was often
found "taking a spin” when he
should have been writing reviews.
“Revs had me on the edge of my
seat” spouted Gary Liddon, and
Gary Penn ejaculated, “there are
race games and there are simula-
tions, but there’s nothing quite like

= ST

..... ! U

et B 5

Vabue For Money
n -.

Drwerall B4

Ravs." Stirring stuff indeed.

! remember sitting at the Commo-
dare for hours trying to get around
the course without crashing. It's a
fruly Drilfiant racing simufation
which combines brilfiant graphics
with outstanding depth. Terribly
expansive at £'15, but worth every
penny.

JR

—

DESERT FOX
US Gold

Especially designed for budding
tank commanders, Desert Fox
puts the player into the driving seat
of a World ﬁLr Il tank. There are
six different scenarios In which
Rommel's forces have o be
defeated. Great graphics and
crystal clear digitised speech
further enhance Ee program. |
had a raaily gonod time on this one
said Sean Mastarson our ex-strat-
egy columnist.  Juliar  similarty
ardmitted. | really liked playing
this* while Gary was happy to
describhe it as ' an unusual and
very competant hland of strategy
and arcacle action

f sait then, and shill think now that
this is a glorified Battlezone, but
it's greal revertheless. The
graphics and sound work fogether

T8 Z7APIG4 lune 1987

axtremely well, and the product is
:Er}r shck and highly polished.

Mo, | would consider Desert Fox to
be more of a glorified Beach Head
- improved in every aspoct. The
graphi::s and speech work well,

ut the gameplay seems consider-
ably weaker now than it did then.

- —

| think we underrated Revs at the
time - it's a wonderful simulation
and should have been awarded a
Gold Medal, regardiess of the fact
that there is no digtal joystick
option. It feels so exhilarating, and
using the keyboard doesn’t affect
the playability in the slightest |
can't wait for Revs Pius - it should
be better still,

GP

(Jaz) Maybe the graphics rating
should have been up a touch and
the HOOKABILITY down slighthy -
it's very difficult to 'drive’, but wall
worth parsevering with

(Gaz) Apart from OVERALL which
should have been 97% the ratings
were fine. However, if we reviewed
it now | would rate it slightly lower
— a single percentage tweak hara
and there,

ofill, f you can pick it up at a
budget price, | recommend you do
S50.
GP

{(Jaz) GRAPHICS down a couple of

cent, HOOKABILITY and LAS-

ABILITY down by about five per-
cent apiece, VALLIE down five per

il e ——

cent and OVERALL by twna pear
cant

(Gaz) PRESENTATION,
GRAPHICS and SOLIND are as
good now as they wara than byt |
would rate the HOOKAR! ITY apd
LASTABILITY lower by about
fiftran cent, and VAL LIE and
OVERAL L down to mid-seventias

I-.'l"l‘:lllﬂllllllillﬂ o,

Oetinphicn 8217
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FAST LONPUTER REPRIRS

VIDEO VAULT INTERNATIONAL —
- 10* REPAIR SERVICE ENCATS m

R s e v R R - S A s e S G
COMMODORE 64 REPAIRED FOR ONLY £35.00including POST &

PACKING - PARTS - INSURANCE - NO HIDDEN EXTRAS!

Arevou fed up walting weeks for % While you wait repair service. + Most Commodores repaired

Yaur computer to be repaired + Imonth written guarantees onall within 1 hr

well walt no longer. 'We repair all repairs. o Al Micros insired for FErUrm jourmey.
Commodoressame day. We also W International Repair Company. We  + OverBvears experience working wi
do Com 16, Vic 20, 1541 Disk repair computers from all over the comguters

Drives, plus d, or you can order worid. W All computers fully tested

the HWE"I:M Chips fromour o all Computers sent Mall Order turned  Power supplies fully tested

D.LY. section. around in 24 hrs & RGBoutput fully tested

If you know what chip has gone In your computer you
can order the replacement |.C. from our range
6526 23.00| 901225-01 23.00
6510 23.00| 6569 23.00
6581 23.00| 4164 RAMS 3.00
901227-03 23.00 | Power Supply
901226-01 23.00! Units 29.00
Telephone: Glossop (STD 04574) 66555/67761 (LRI DG VA T LI AUD $1.00 W cOver
140 High St. West, Glossop, Derbyshire, England ERE I IR past: RIS,

< Copyright Videovault Ltd. No. 151085

FOOTBALL MANAGEMENT

Thres Classic Football M Stra Garmaes for all enthusiasts, Each of these DUAL-
ITY games is packed with GENUINE FEATURES to make them the most REALISTIC around.

PREMIER LEAGUE
A COMPREHENSIVE LEAGUE GAME = Play all teams homa & away. Full squad datails &l teams.
Injurias, Team styles, In-match substitutes, Named & recorded goal scorers, Comprehensive trans-
for markal, 5 Skill lovets, Financial problems, Team Trninin?, Ciontinuing Seaasons, Sawe %u&r'm,
Opposition Select Strongest Tasm and MUCH MUCH MORE! B4/ 128k Commodors £5.50

WORLD CHAMPIONS

& COMPLETE WORLD CUP SIMLILATHOMN — From the first friendiies, qualitying stages, 1our matches
and on to the FINALS - Select from squad of 25 players, 2 In-Match substitules allowed, Discipline
table, 7 Skill levels and MUCH MUCH MORE! Includes a full text match simulatson with Injuries
Bookings, Sanding off, Corners, Fres kicks, Maich tmear, Injury time, Extra time, Goal times and
MORE! B84/128k Commodors E7.05

EUROPEANII

CAPTURES THE FULL ATMOSPHERE OF EURDPEAN COMPETITION = Home & away legs, Awviy
goals count double (if drawn), Full penalty shoot out (with SUDDEN DEATH], 7 Skill levels, 2 subs
gllowed, Pre-match team news, Disciplina table, Full team & substitute selection, Disallowed Goals
grd MUGCH MUCH MORE! Plus FULL TEXT MATCH SIMULATION, 64128k Commodors E7.95

FANTASTIC VALUE - Buy any 2 games deduct £2.00; buy all 3 daduct £3.00 ?{’}NT MISE OUT ON
M e o i Ly o0 1 ek A BRITHINS PREEEST COMIOPORE.
From E & J SOFTWARE, Room C3, 37 Westmoor Road, ENFIELD, Middlesex, EN3 7LE MAG TTK%"%VQHE “?ggm%% /
o K&, T PSS -
[ |

g Limited to one .:'_‘.'-'?I'j,-'_,r_'.w:—"n" cuslomer i = A I N N S S S e
E Please place me a regular monthly order for ‘
= i ZZAP! 64 Magazine.
== (100 disk capacity) .
- lockuble diske Muraie B - e o 3 VN R e L
= i f R AR AP S Sl d ST e I
= 2"”
- When you buy 5 SR Ar R L I I A e N o e s ewciem o ko o e 3 e e e
— including postage and VAT

= Al disks supplied are superior quadruple density 54" DS disks which are best for
bath AVR0 track dripes

To the Newsagent: I
LZZAP! 64 Magazine is published in the middie of every
month by Newsfield Ltd, 1-2 King Street, Ludlow,
Shropshire SY8 1AQ. Tel: 0584 5851, and distributed to the I
newstrade by COMAG (08954 44055). Please check with
the publishers if you have any difficulties in obtaining

supply. ’

e e e = m
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Nebulae, Dept MH, FREEPOST, Kilroot Park

Industrial Estates, Carrickfergus, Co Antrim, E
BTHE THR TEL (09603 G5020

T Day Delivery. One yoar @ L
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16842 (Elite)
754,300 James Whitwoeth, Qldham, Lancs
G50, 300 Phi nall, Fafsworth, Manchaster

180, 750 Bryn
B3,380 M - Wakth Kart
. am .
42 550 Mark Jefary, mmmuﬂa
26,880 John Doyie, Kimarmoch, Ayrshire

k, Dswastry, Sheopshirg

ALIENS (Electric Dreams)
126500 Paul Grffiths, Liandudng, N Waltes

10,240 Kimg. Gotls Oak, Herts
10,220 Gary Smith, Dersingham., MNaoriolk
ALLEYHAT

(Hewson)
Eg_&ki.dm Richard Hudson, Copmanthorpse,
T.612,900 Jonathon Webh, Highbridos,
iy ghtaridge
B. 718,750 John Machall, Reigata, Surrey
ANTIRIAD (Pataca)
|

Game completed in;
3:40 Damian Boocock, Colne, Lancs

352 Gad Kpa . Hutbdesratseld, W Y ok
4:04 D Ashwall, . Harts
ARKANOID

(Imagine)
1,262,190 Joruthon Webb, Hi ;
: Hignbwidge
779,250 Jason Ward, Bradtord-on-Avan,
716,800 Sanjay Uwrﬂ.l-ﬁ]jl- Warwick-
shmip

980,420 Steve Jarratt, ZEAP' Towars
272174 Steve Tye, Kidderminster, Worcs

BOMBJACK
3,764 800 Wayne . Lavwenonee Weston,
Brisbod

1,384,130 Casey Gallagher, Reading, Berks
1,248,000 Huﬂmhiflﬂtm 14, ﬁm

2,408 800 Lea , Chiesterfisid, Dertyy-
Hhire

211,100 Mark Courans, North End,
Portsimauth '
175,100 Phd Carr, Yarm. Clavaedand

BREAKTHRII Gold)

246,000 Uim?tﬂm Wallingborough, North-
ants

138.050 Paul Gibson, Sunderand, Tyne &And
111,900 Gary Rice. Coichester, Essex

BULLDOG Graphics)
1,709,500 Gallacher, Calcot, Reading
1,108,900 Brett Warburton, Hollingworth,

837,000 Trygue Andersan, Fauska, Norway

L"-ll-ll-m_l'l (Palaca)
1.508.550 Ciiff Mobrega, Bt Helier, Jersay
153,750 John Reynalds, Duxtord, Cambridge
132 300 Shaun Rissall, Shildan, Co Durkam

COBRA (Dcean)

83,400 Patrick Green, Burmiey, Lancs
w Stephan Wildridge, Great Sutton, 5
68,800 Lari Kurttio, Lidingt, Swaden

CRYSTAL CASTLES |US Gold)

677,992 Julian Rignall, ZZAP' Towers
648,200 Nogei Leather, Northwech, Cheshire
251.978 Dene Claridge. Kingswood, W Mids

DAN DARE

7423 Sankar Sahdevan, London E12

7.297 Shaun Alcock, Tyldesiey, Manchester
B.871 Russel Flaharty, Livarpac! L 14

DELTA

1,258,430 Coln Redfern. Heywoor, Lancs
371,220 Jorathan Wood, Edgewars, Middx
155,70 MNige! Laather, Morthwich, Cheahere
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DRAGON'S LAIR (Software Projects)
33,750 Simon Cote, Chetmsford, Essex
32,740 Martin Coyle, Chfton, Nolis

32 520 Neil Edge. London SE2

ENCOUNTER |(Novagen)

1,888 000 Anon, Crews, Cheahing

1,488 2300 Kanneth Shawry, Cramlington, N
Humkbs

1,135,500 Stephen Blidgeon, Wylhenshawe,
tanchester

ESCAPE FROM SINGE'S CASTLE

gu.m1 Theo Alexancer, Sidcup, Kem
a7 828 Jamie Paton. Downfield. Dundse
47,340 Simon Cale, Chelmaford, Essax

FIRELORD [Hewsons)
143, 160 Daneel Osbourng, Homsea, M Humbs

116,805 Damian Ward, Harmrogate, W Yaorks
50,290 Howard Worton, London

FIST I House)

1.753, Steven Holl, Kettering, Northants

":I.-ﬂﬂ_m Giad Keavensy, Huddarstiald, W
orug

1,220,000 Steven Guifoyle, Oidham

FIST Il TOURNAMENT (Melbourne Housse)
6,012 300 Steven Rolf, Kettering, Nothants
5,096.000 Kevin Lannard, 51 Helier, Sark
:ﬂ.&m Warren Masieraon, 51 Psarbary,

FLOYD THE DROID

7,970 Matthew Willama, Yeovil, Samarse
8,040 Sam Shiskds, Ca ', Kant
4,930 M J Lanton, Burton-on-Trent, Siafis

FUTURE KNIGHT (Gremlin Graphics)
108,800 Bély Watzon, Cardift

96,400 Michael Pihl, Kumila, Swadan
72,500 D A Ashcrolt. Mew Brighton, Wirral

GALIVAN (Imagine)
287 000 Chris McLean, Helsby, Cheshire

GAUNTLET (US Gold)

Marhn The Wizard

3,688,821 Paul Cashley, Bishopston, Bristol
3,452 495 Harvey Duke, Setsdon, Croydon
3,331,491 Gary Smith, Dersingham, Norfalk

Cwastor The £
2.588.566 Casey Gallacher, Calcot, Reading
2,330,198 Dansal Osbourne, Homsea, N

Humibg

1,384,080 Nick Riban, Dunbar, E Lothian
Thar The Wartior

3220077 John R ; Duxford, Cambs
2,500,786 Justin Bicksford, St Peter Port,
EUE"‘I

ey
2,285,347 Paul Cashley, Bishopsion, Bristol

Thyra The Valkyna
 f 01.3 Dariel Osbourne, Hornsea, N

Humibs

1,048 670 James Duify, Coveriry

725 322 Cano laneo. 5t Albans, Heris
GAUNTLET

DEEPER DUNGEDNS [US Gold)
Meriin The ¥Wizard

1.611,473 Ged Keaveney, Huddersfsdd, W
Yorke

GHOSTS 'N' GOBLINS (Elite)

231,890 Chnstian Major, Norwich, Mook
242,000 Stuart Galloway, Yardiey Wood
Birrmingham

203, Gawin Frases, Cradiahall, Invemsss

GREEN BERET e}
1,301,850 Mark Cunmingham, Newtown
Abbey, Co Antrim

1.058 880 Simon Cole, Chelnsiond, Egsaes
1,058 870 Martin/ Jon Black, Sheffielg

GRIBBLY'S DAY OUT [Hewson)
64,879 Ryan Kedly, Glasgow

02,808 Paler Evans, Cardigan, Dyfed
15,729 Tim Veal, Portishéad, Brisiol

GUMNSHIP [Microprose)

sk

22 310 James Dufty, Coveniry

10,540 Stephan Roche, Ersking, Renfrawshire

Cassafla
49, 778 Gavin Shwite, Ayisbury, Bucks
47,780 D Ashcrofl, Wirral, Merseyside

HERCULES |Alpha/Omega

815,820 Nibs-Otav Barvag, 67 70 Nordfjordeid,
MonaEy

755,500 Roben Hemphill, Port Glasgow
560.910 G Beddows, Augaley. Staffs

INTEAMATIONAL KARATE (System 3)
336, 750 Peder Humi, Hook, Hanis
$35,220 F Lapp, Newcasile-upon-Tyne
320950 Ryan Kelly, Glasgow

INTO THE EAGLES NEST (Pandora)
JE0, 800 Daan Martin, Forest Gate, London
156,160 Migel Leather, Northwich, Cheshire

IRIDIS ALPHA (Liam

348 520 Colim Rediern, Heywood, Lancs
183,260 Jonathan Wood, Edgeware, Middx
141 050 C Gorham, Braintree, Essax

JACK THE MIPPER [Gramlin Graphics)
100% Chris White, Matlock, Dertyshira
100% Mark Corrigan, Burnley, Lancs

97 % Michaet Stokes, Enfield, Middx

JAILBREAK (Konami)
195,500 Paul Gibson, Sunderfand, Tyne And
Wear

102,500 Malcolm Redfern, Pragton. Lancs
85,500 Marc Hodge, Sefby, N Yorks

JEEP COMMAND [Bug Byle)
227,380 Marc Hodge, Sefby. N Yorks
183,250 Mechas Pib, Kumia, Swaden
148 BO0 David Minton, Brestol

KNIGHT GAMES [English Softwans)
TOTAL:

88,355 Hassan Mussad, Rivadh, Saudi Arabia
88,345 Simon Wilkcos, lpswich, Suffoik
868,200 Alan Scotl, Peckham, London

KNUCKLEBUSTERS (Melbourne Housa)
11,700 Crag Bent, Faksworth, Manchestar
4,900 Theo Willkams, London N4

4 800 Paul Godden, Farncombe, Surrey

KORONIS RIFT [Activision)

134,960 Stephen Mason, Steven Herls
128,780 Mark Tortolano, Strling, Scotland
86,430 Colin Burrgughs, ipswich, Suffolk

KRAKOUT lin Graphias)

12,740,800 Dave & Bratt Warburion, Cheshirg
2,125,840 Colin Redfern, Heywood, Lancs
1,708 550 Colin Woodbrndge, Glerrolbas, File

KUNG-FU MASTER (US Gold)

4,385,930 Stephen Pennel, Fordingbridge,
Haris

3,802,983 Andrew Dallyn, Brawghton, Devon
1518 448 Henry Gibmay, London MT

LAW OF THE WEST (US Gold)

8 850 Sven Kierstad, 6017 Asstranda, Mor-
Wil

1837 Leg Srilh, Ellﬂln_?ha.rn_ Cleveland
7,455 Grasme Dutch, Tdlvdrome, Aberdesn

LEADER BOARD (US Gald)

NOVICE

=25 Judian Smith, Hakesowon, West hMeds

&5 Lihnstopher Lami, Liveqpood

-2% Paul Barnetl, Fraserburgh, Aberdeenshing

AMATEUR

-27 Jonathon Webb, Highbridge, Somerset
23 Pawl &lkan, Abargdean

-£d @ MoHenne, Dunbar, E Loikian

PROFESSIOMAL

24 Paul Allan, Aberdieen

-22 Robin Evans, Tring, Herls

=21 Tom McKee, Dingwall, Ross-shra

LIGHTFORCE (FTL
2 258 700 Stephen
1,096,400 Mark Grogan, Torquay, Devon
1,080,850 Darvel Osboume, Hornsea, N
Huirmites

&85, Fyde, Isle of Wight

MERCENARY: THE SECOND CITY (MNova-

?..ﬁr-:-]ﬂ.‘mﬁur Russeil Wallace. Dunuoghair,
Co Dulbslin

2,743, 425cr lan Robinson, Landon N17T
1,985 000cr Mary Maclacklan, Aukland 8,
Maw Tanland

MISSION AD (Odin)

59,455 Mark Craft, Bearwood, Bourpamouih
48 610 David Barker, Fattham, Middx

28,555 All Kergwell, Guildiord, Surmay

MONTEZUMA'S REVENGE (Databyte)
363,650 Jennifes Yatles, Balton, Lancs
183,250 Deborah Yates, Bolton, Lancs

MUTANTS {Ocean)

268,480 B50 Gavin Fichardson, Swinton, Man-
chastir

18,171,000 lan Cosher, Stockwood, Brisiol
17,610,200 Paul Godden, Famcombae, Surray

NEMESIS [Kenami)

11,241 100 Stephen Ross, Ryde, Isleof Wight
& 92T 90 Alan Sommenille, Dundss, Scoi-
fargd

1,150,300 PYW, NP, Macclestieid, Cheshire

HINJA MASTER [Mastertronic)

198, 880 Robert Futter, Downhiam Market,
Morfolk

196,315 Michaal Pihi, Kumia, Sweden
189,870 Adam Smith, Stretford, Manchester

175,745 M J Lerton, Burton-an-Trent, Siatis
4,065 Paid Want, Harrogate, M Yorks
3,885 Paul Tudpr, Stowrbeidge, Pedmare

OLLI AND LISSA (Firebird)

18,820 Lse Barker, Norihwich, Cheshire
10,000 Damian Boocock, Colme, Lancs
7,953 Mick Wall, Hillsborough, Shatisld

PANTHER [Masterironic)

200,940 Steve Les, Gusidiord, Surrey
51,200 Paul Morgan, Hidchin, Herts
29,700 Roger Martin, Losdon W1

PAPERBOY (Elita)

307,400 Mark Rof, Kettering, Northants
SO0 700 dohn White, Whitefald, Manchester
108, 750 David Barker, Feltham, Middx

PARADROID (Haw
364,290 Sharad Igbal, Bury, Lancs
287,190 Nick Riban, Dunbar, E Lothian
274,715 Jessaming Cottage, Whitchurch,
Shropshire

FARADROID PLUS [Hewson)
B, 500 Brian Yeo. Tarbollon, Ayrshira
63,200 Adam Beabies, Tarbolton, Ayrshire

PARALLAX (Ocean)

106, 850 Ali Kargweall, Guibdiord, Eurrgy
TB.400 Adam Pracy. Newton Fiotman, Nor-
wich

66,480 J Macmanus, Bamstaphe. Davon

PARK PATROL (Firebird)

980,020 Kenny Smeth, Cambuslang, Glasgow
708 670 Richard Rackham, Poynton, Che-
sharg

624 380 Chris Mesr, Walsall, W Mids

PHANTOMS OF THE ASTEROID (Master-
tronic)

261,412 M A Grist, Reading, Berks

334,054 Steve Lee Guildford, Surrey
286,064 Chris Napear, Long Marston, Harts

PING PONG [(Imagire)

82,200 Gragma Dulch, Tillydrone, Aberdsen
47,040 Barne Hallatt, Lawrance Weston, Brig.
P

51,300 Ancash Lachin, London W13

POD [Masterironic)

B&E, 000 Darruan Boooook, Coing, Lancs
422 110 Steva Jarratt, Z7AP! Towers
202 510 Mel Clarke, Slockwood, Brisiol



RAGIMG BEAST [Firebird)

131 808 Mark Gunningham, Mewionen Aty
Lo Antrirm

1045374 Paul Ellis, Barmahursl, Kant

67 0592 Matthew Menshu®, Great Barr. Birm
ingiham

RAMBOD (Dcean)

8, 154, 600 Bryn Monk, Dewestry, Shropshire
1571900 Gavin Burnett, ‘Wasthill Invernass
T 142 600 Gary Turmer, Swandon, Wiltshire

RANARAMA [Howson)
615,700 Judian Rigna#l, ZZAP! Towers

ROCK 'N' WRESTLE (Melbourne House)

2 655 200 Alan Smith, Glenroihers, File

-h1' 300 Graesme Dulch Till yorone, Aberdeor
842 4B0 Jamie Ford, f:'-l:»utr'il:' pian

SABOTEUR (Dureli)

1861, 700 Gareth Mitchall, Mirtield. W Yo
£3895,000 Ged & Jim, Huddershield, W fﬂfw—-
208, 200 Adrian king, Swindon .“.- s

SANHXIOHN (Thalamus)
1,005 456 Steven Malpass
=Ers

B4, 330 Stephan Gandy, Halasowan, Whlids
517 BED Petar Willlarns, Praston, Lans

SCARABAEUS (Ariolasoft]

277 B24 Hobert Barry, Fleahwond, Lancs
2TA. 744 r.-:;ul:__li.n: Llawrk, Carstairs anctiorn
Langrk

256,128 Liss Troyano, Siockport, Chashirs

SCOOBY D00 (Elite)

653,950 Paul Bond. Bounemaoutn, Poola
56,300 lan Tillery, Liverpocl L16

A7 250 Grasme Lteh |||I'r'|.'.'|'|'.:r'“ﬂ_=: AT e

Stoke-on-Trent

SENTINEL (Firebird]

Lesals Jurmpssd)

47 Gary Penn ZZAP Towers

349 lan Caoliver, Stockwood, Bristol

SHAD-LIN'S ROAD (The Edge)
128,420 Damaan Boocock, Colna, LANCS
11 430 Howard Worton, Londoe

SILENT SERVICE (US Gold)

TOMNS SLIMNE)

810,100 Kamstan Tokisuwig, Drosselwe| b,
Darmiark

165,400 Rollo Davies, Rainham, Essax
151,100 Jameas Sampson, Landon SYWE

SKATE ROCK (Bubble Bus]
223 280 Stephan Bloor, Nuneaton, Warks
107,500 M Murray, Wakatssld, W Y orks

SEY RUNMER (Cascada)

L6685 700 John Doyle, Kilmarnoch -"l.-,-"-.-'-:ll-
180 500 Martan ,_ZI;,;IJ,-"n ondan k&2

5125 500 Peter Hulme Fl*rur.-r 5 ;1r.'1.‘,f-
Haric

SKOOL DAZE (Micromegal

104,340 Seott Moore, Fixby, Huddersfiaid
70,480 Garry ith, Dershiregharm, Mool
18 900 Graham Jones, Westoury, Somarsat

SLAMBALL {Amaricana)

5 TER BrO Carslion Shaw, London, N10

4 R4 F 10 Marhin Dalon, Hochester, Kenl
4,593 810 lan George, Cambridge

SFAE-E HAHHTEH 1Elite)

6,876 ‘Id] Dave Smith E::I:'rLr Davon
A47T7 500 Casey Gallacher, Lalcol, Heading
2 5ET 400 Caolin Molalashan, Perlh, Scotland

SPLIT PERSONALITIES (Domark]

650, 400 Mrs L Hayden, Londan E168

S05, 100 Michasl Skelcher, Wentonsng, Beds
404, 100 Aob Brown, Portobefia, EdinbungF

STAR GLIDER (Rainbird)
4§, 325 Darmian Ward, Hamogais, W Yorks
21,525 Gary Pann, ZZAP Towars

STAHQUAKE |ﬂu|.'b|:|1!.L Busj

287,783 Nigel Fron |l'i ;l: :H ing, Surmay
987,140 Ove Knuds i3 Eyllngsdabeu
"J!,r'.r.r Ly

203,000 Fer Rellanoer
Qe

Stenungsund, Swe

STREET SURFER [Bubhle Bus)
16,728 lan Morse, Bedioni, Middx
12,500 Nick Holding, Stevanage, Hars

SUFEFI E‘I'ELE ([Epya/US Gold)

400 Decisn Quinn, Bassbeook, Mewry L

.nl'n'r

':;": 160 & Verhasghe, Bletchley, Bucks
268 310 Andy Garean, Carbyy, Morthants
TAL GETI [GHL)
21,055 Andrew Ta
201 465 Roberi Efiod
Aanc
20440 Shaun Fussall. Shiidon, Co Durham

rl[.ljlﬁl']l '-_
I'.l"IJJI'-Ir_IH'JII [T

TENTH FRAME (LS Gold|

Tt e

268 Vincent Cox, Welingboraugh, N H
266 Grasme Dutch, Tillydrone, Aberdes
244 Roben Evars, Tring. Harts
PFrolessiona

214 Graema Dutch, Tllydrons, Aberdes:

171045 BcKenra, Dunbar, East Lothiar
13 Wice Wall, Hillsborowgh, Sheftied

TERRA CRESTA [Imagine)

'-"'l B Hooar! Hamphall, Port Glasgow
|'-I H:' WENire

4-1 1,008 Marc Hodge, Selby, M Yorks

<85, 500 Andrire I3r yorook, Witham. Esses

THAI BOXING (Anco)
17,020 Dave Smith, Exster, Devar

THRUST [Firebird)

3,500,800 Decian Ouinn, Bessbnpok, Mewry
Lo Down

108800 Wikimm Hodgars, Besshroos
Newry Co Down

1,563,250 Robed Trowghton, Cowbng
Kl:||'|1'|||.--:.l

TOY BIZARRE [Activision]

223, 43 J O Dhver, Ipswich, Sulfalk
144, 700 Sherf Salama, Caira, Egypl
102,900 Julian Fignell, ZZAP Towers

TRAILELHEH (Gremlin Graphics)

1,123,350 Jason Cooper, Wadnestiury, W

I.J r._
i, 1210, 040 Hasnry | I.I wiinson, Sakshiry, Wilts
HeH 200 lan Hobnson, | oftershanm, Londan

TRAP [Alligata)

487 20 Lawry Simm, Liverposd L33
429 510 Colin Bayne, Glanrothes, Fife
428, 500 Hobest Elict, Middlesbiteowgh,
L havelan]

UCHI MATA (Martech)

S8, 6D Mark Saxton, Lancmg, W Susses
453 7495 Macholaa Lestar Liudlay, W kics
318,100 Stewan Harris, Walton-on-Maze
Ensax

URIDIUM [Hewson)

22 806, 385 CH, 5P, MD, JK, Marston Graen
T MgEhErm

3 E20, 020 Cianvad Hr rRDurgn, Liddimgion, (ias
QoW

3428 385 Andraw Mackay, Liverpood 18

URIDIUM PLUS (Hewson)

197,925 Russadl W d' ce, o Dublin ||'J'|"'
187 00 Dedmilan Bootodcs, Colra, Las

154 800 _.'|:I|r:||::--'_| Diorwrifiedd Z'l'.'.:‘.i-l-

¥V [(Ocean)

20, B0 Pater wWilllams, Preston, Lancs
24 600 O .F-.."‘H"'":1' Wirral, Lheshire
21,200 |.--u ny Pratt, Sauthamplon

WARHAWK [Firebird)
3172 288 Peter Hunt, Hook, Hanis
T 568 Jake E, HAl Top, West Brom
1 dE OO Mechadd Shanks, Moraich, Noriclk

WAR [Martach)

426,144 Cazey Gallachar, Calcol, Reading
270,782 Ricky Soeth, Basingsloks, Hants
153,068 Steva Las, Guildiord, Sumey

WEST BANK (Gramlin Graghbcs)

131,600 James Lavelis Copmanthorps, Yok
115,530 Marc Hodge, Selby, N Yorks

a7, 790 M Syvencisen, B000 Koldigg, Danmiark

WIZARD'S LAIR (Bubble Bus)

152,735 Slaven Madorafi, Rindeigh. Essax
180 940 Paul Peterson, Harsw, ESsax
103,850 David Hedges, London E§

KEVIOUS (LS Gold)
281 2810 Jonaikon Webb
[§=12H

173 BBl John MocGruther, Bishopion, Soot-
lamdg

145 710 Colin MeGigshan Perib

HeghDirodge, Sorme

Scotland

YIE AR KLUMNG-FU [Imagine)
154 200 Andrens Maniey, Bush
Enfindd

152 260,000 Scott Gracen, Whelthay Bay, T
Vs s ST

127 800 Bick Wa "'".'\.r.l'-l'.l'.ll.':lr- ek eld

Hil s,

YIE AR KUNG-FU I [Imagineg)

288,300 Carl Adams, Tooting, Londos

134 400 Rene Grosnewoud, Hesrhugowaard
[Fiiz MNEtFaflancs

90 500 Wayne unnell, London NE

I[Flhlnﬂj
o140l Jake £, Hill Top, West Beomn
TH J_.,'-|I||.|-'I1|.- Fycte, lake of Wight

66 _BO0 K Fairbrother |:'1|':-|r'.| . Boitte

ZONE RANGER (Firebird)
10,720 Julian Rignall, ZZAP! Tow
B190 Sherif Salama, Cairo, Egypt

LEVIATHAN

MISSION

Atricky wordsguare was designed
to sort out the men from the boys
in this LEVIATHAN competition,
run in conjunction with ENGLISH
SOFTWARE. And sort you out it
did! A copy of LEVIATHAN will
s00n be winging its way to each of
these 50 lads . . .

Ricky Fenwick, Northumbariand,
NEG2 5PL; Daniel Bramwell, Surrey,
SMe 9QT; lan Moss, South Humber-
side, DN1T 2PA; lan Robinson, Lon-
don, N17 6XP; Peter Anzuino, Pre-
stwick, KAS 2JW; D S Davis, Essex,

//
L
I'n}\‘ i cl

RM18 TRP; Christian Pritchard,
Cambs, PE19 3RP; Graeme Carlyla,
Cantral Scotland, FK3 8J0; David
Upchurch, Cambs, PE17 5BQ; Paul
McAndraw, Fife, KY11 1PR; J A
Charles, East Susseax, BN20 SNL;
Jonathan Nicholls, Berkshire, SL5
BPG; Julian Parker, Berks, SL1 3UT;
Staphen Parrish, Chatham, ME5S 8JP;
J Atkinson, Morth Yorkshire, BD24
0AN; Phil Jones, West Yorkshire,
L5268 DEJ; Wayna Dibben, Essex,
RM14 1LN; Philip Haynes, Derby, DE2
0OHB; Shaun Hayhurst, Derbyshire,
DE4 4AD; Michael Barker, Derby,
DE3 4AA; Mr P R Tucker, Peter-
borough, PE4 6DS; Phil Cunnington,
Bournea, Lincs, PE10 5DB; Robert
Syrad, Dorset, BH18 9BU; John Ran-
dall, Bedfordshire, LUT TQA; Paul
Martin Bartley, Cleveland, TS1 4EA;
Paul Partington, Dorsat, BH21 6QE;
John Smith, Liverpool, L12 8SB;
Richard Parker, North Yorks, BD23
JET; Barry Clark, Inverness, IV2 3UX;
David Mecham, Essex, RM2 5TD; P
Harthen, Cheshire, SK15 1JE; W Red-
man, Essax, I1G11 TQW; James
Dovey, Hertfordshire, WN3 2NZ; Ste-
ven Parsons, South Yorkshire, DNS
0PQ; Faccani Sandro, Lase, italy
02100, James Hill, Lincs, DN21 2J8B;
Paul Shaw, West Midlands, DY4 TPZ;
Lee Chapman, Wiltshire, SP4 BLS;
Patrick Oliver, Birmingham, B13 8RT;
John Packham, Cleveland, TS26 BLE;
David Woodcock, Surrey, GUS BED;
David Covey, Essex, CM3 5YR; Mar-
cus Fardoe, Shropshire, SY3 0AT;
Nathan Barmett, North Yorks, HG2
8HT; John Pollard, Essex, CM8 1JD;
K Desmond, Kent, DAS 3LMN; R Maor-
gan, London, E6 3PL; Neil Shepard,
Marshallizs Cross, WAS 4.J5; Meil For-
syth, Didham, OLB 25R; Andrew
Mitchall, Hampshira, SO5 3JW

DEATH OR GLORY

CRL's DEATH OR GLORY was the
subject of this competition, in
which entrants had to bulldoze
their way through a spot the differ-
ence puzzleto be in with achance
of winning a huge model space
craft. First out of the cormrect
entries bag was Michael J Cun-
ningham of Market Deeping PEG
BDU. Well done, Mike.

Peter Bridgeland of Essex
AM11 2RH and G M Kenny from
Lancashire PRY 5BH were next out
of the sack and will be receivin
smaller versions of the kits, while
the following 50 runners-up each
receive a copy of the game . . .

Steven Johnstone, Glasgow, G23
5PJ; Mrs H Sharp, Devon, EX314BG;
Simon Leason, Staffs, 5T14 7JN; Neil
Jenkins, Mid-Glamorgan, CF33 4LW;
Ryan Chapman, Cleveland, TS13
4DX; K Suman, Birmingham, B21
OEA; Mrs J R Gorton, Lancs, PR2
TAQ; J Rigble, London, E6 35F; John
MacKillop, Warwickshire, CV 0AB:
Stuart Brown, Cambs, PE17 3AG;
Simon Gamage, Essex, CM3 5TP;
Andrew Kelly, Dublin 4, Eire: John
McGhee, Glasgow, G14 9YQ; Paul
Rogers, Tyne and Wear, NE34 OPX;
Darren Pauley, Devon, EX17 2EA;

24472237 LISGT Jones K, Shackle-
ton Barracks, BFPO BO2; David Bel-
lamy, Shropshire, WV15 5DF;
Johnathan Shillito, West Yorkshire,
BD209DTA; Paul Bidgway, Gwent,
NP6 SLA; Tony David, Kent, ME10
3AD; Alan Coombes, Abergavenny,
NPT 0BB; Jamie Hunter, North York-
shire, DL8 2BQ; Andrew Mora, Oxon,
OX9 5LH; Gary Sims, Essex, RM7
BBH; C W Tredgold, 2 LI, BFPO 24; C
L Powell, Lancs, FY5 2HH; Matthew
Hutchings, Cormwall, TR4 8JA: M A
Knychala, Gwent, NP4 0BG; Ross
Harris, South Glamorgan, CF6 25L;
Leon Spence, Stockport, SK2 6DD:
Kelvin Edge, Staffs, WS11 2PP; David
Richards, Lancs, OL9 6BE; Mr M A
Wharton, Stoke-On-Trent, ST2 TLB;
David Barnett, Berkshire, RG3 5YL;
Brian Pitt, Leamington Spa, CV31
1PF; Steven Evans, West Midlands,
B65 9JY; Mark Price, Swansea, SA3
Z2B5; lan Holt, Derby, DE2Z OHF; J
Broadman, Lancs, WNT 1RU; Kevan
Eaili.ng. Birmingham, B42 1RR; Gary
artridge, Walunll W52 BTU; Robert
EIHE. ithness, KW14 BYE;
Jonathon Laggett, Berks, RG? JEF;
Mark Davies, shira, CW8 0BX;
A C Wood, South Yorks, 562 5B.J;
Jack Manthorpe, East Sussex, TN22
3BG; Jonathan Madeley, Near Pon-
tefract, WFT 6BS; Jonathan Wood,
Comwall, TR14 TXQ; Mr 5 K Jellay,
Leicester, LEB OTW; Pete Fan,
Stockport, SK3 BHZ.
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ZZAP! READERS’ Ch

GAMES TOP 30

1(1) WORLD GAMES (715%)
LS Gold'Epyx, £9.99 cass, £14.99 disk
LZLAP! Qverall Rating: 98%

2 () LEADER BOARD (9%)
US Gold/Access, £9.95 cass, £14.95 disk
ZZAP! Owerall Rating: 97%

3 (3) GAUNTLET (9%)
LLAP! Overall Rating: 83%

4 (8) URIDIUM (5%)
Hewson, £8.95 cass, £12.95 disk
ZZAP! Qverall Rating: 949,

5 (6) GREEN BERET (4%)

imagine, £8.95 cass
LLAP! Overall Rating: 93%,

- B (5) SUPER CYCLE (49%)
US Gold/Epyx, £9.99 cass, £14.99 disk
LLAP! Overall Rating: 95%;

7 (4) GHOSTS 'N' GOBLINS (32;)
Elita, £9.95 cass, £14,95 disk
LEAP! Overall Rating: 97 %

8 (7) SANXION (3%)
Thalamus, £9.95 cass. C14.95 thsk
ZZAP! Overall Rating: 83%

9 (-) DELTA (39%)
Thalamus, £9.99 cass, £14.99 disk
ZZAP! Overall Rating: 74%

10 (9) THE SENTINEL (29%)

Firebird, £9.95 cass, £14.95 disk
LZLAP! Owerall Rating: N/A

11 (27) GUNSHIP
Microprose, £14.99 cass. ©19,90 disk
LZAP! Overall Rating: 93%;

12 (12) PARALLAX
Ocean, £8.95 casg
ZZAP! Overall Rating: 93496

13 (16) INTERNATIONAL KARATE

Systern 3, £6.50 cass, £10.949 disk
LLAP! Overall Rating: 81%

14 (-) NEMESIS
Konami, £8.95 cass, £12.95 disk
ZZAP! Overall Rating: 80%

15 (10) THE SACRED
ARMOUR OF ANTIRIAD

Palace software, £8.95 cass
LZAP! Overall Rating: 93%

16 (Z3) PARK PATROL
PR Cven .ﬁfa&.}'r.:ﬁ| 94%

17 (26) ESCAPE
FROM SINGE'S CASTLE

software Projects, £9.95 cass, £14.95 disk
ZZAP Cverall Rating: 90%

18 (29) 180

Mastertromnic, £1.99 cass
AP Owerall Rating: 70%

19 (71) AVENGER
Gremiin Graphics, £9.95 cass, £14.95 disk
ZZAP Overall Rating: 86%

20 (-) ARKANOID
Imagine, £B.95 cass, £14.95 disk
ZZAP Qverall Rating: 80% >

_‘f“%’,}f .

21 (25) DRUID

Firebird, £7.95 cass
ZZAP! Overall Rating: 88%

22 (-) PAPERBOY

Elite, £9.95 cass, £14.95 disk
ZZAP! Overall Rating: 44%

23 (19) ELITE
Firebird, £14.95 cass, £17.085 disk
ZZAP! Overall Rating: 95%

24 (-) ALIENS

[. lectne Dreams, £9.99 cass, £14.99 disk
ZZAP! Owerall Rating: 81%

25 (13) ALLEYKAT
Hewson, £8.95 cass, £12.95 disk
LZAP! Overall Rating: 89%

26 (17) SUMMER GAMES Il

US Gold/Epyx, £9.95 cass, £14.95 disk
ZZAP! Overall Rating: 97 %

27 (15) INFILTRATOR

US Gold, £9.99 cass, £14.99 disk
LLAP! Overall Rating: 91 %

28 (20) MERCENARY

Movagen, £9.95 cass, £12.95 disk
LZAP! Overall Rating: 98%

29 (25) CHAMPIONSHIP WRESTLING

US Gold/Epyx, £9.99 cass, £14.99 disk
LaAP! Dvierall Rating: 805G

30 (25) MUTANTS
Ucean, £8.85 cass
ZZAP! Overall Rating: 80%




HARTS

MUSICTOP 10

JUNE 1987

1 (1) SANXION (30%) 6 (-) DELTA (5%)

| fI:IIILT::Ir?J-um iRob Hubbard) ;r-.-'-’r-:'.;lrf.:“'”'::aﬁme (Rob Hubbard)

2 (2) KNUCKLEBUSTERS (10%) T (8) FLASH GORDON (5%)

Melbourne Housea Mastertronic

Main Theme (Rob Hubbard) Title Screen Music (Rob Hubbard)

3 (99 GREEN BERET (10%) 8 (4) PARALLAX (5%) |
Illliqjuru-l?q Muzic (Martin Galway) ?lfr:lgasrl:.reen Music (Martin Gialway) |
4 (6) THRUST (6%) 9 (-) ARKANOID (3%)

Firetwrd Firetird

Firebird iRob Hubbard) Main Thame (Rob Hubbard)

5 {5) GHOSTS "N’ GOBLINS (5%) ;F?_{?} LIGHTFORCE (39%)

E;I;ﬁ Themi (Mark Cooksey) Main Theme (Rob Hubbard)  ~

CHART VOTING DRAW WINNERS

WINNER (£40 worth of software plus ZZAP! T-5hirt): Glenn Chapman,
Telford TF3 2BJ

RUNNERS UP {ZZAP! T-Shirt and Cap): Roger Wright, Brentwood
CM15 0ORB; Mark Rlley, Runcorm WAT G Jones, Gwynedd
LL55 2RG; A J Binns, Codsall WVE 2 ; 2
: ' !
e ] o ]
[} Pt

M,

ZZAP! 64
CHART VOTING COUPON

(Please write in BLOCK CAPITALS)

B PACRIREIIN . . s it s i) 2 pa A w8
If | win the £40 worth of software | would like the following games:
{Game and Software House)

¥ 1 Shirt Size S/M/L

| am voting for the following five games:

SHROPSHIRE SY8 1DB
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MOTION ~ THE ONLY ABSOLUTE

#Rding the Kinemator will test aveny
v, every skill and every ounce of

o naing action wit
8l good computer




RIVER RAID

Firebird, £1.99 cass, joystick only

5 the best pilot in the air

force you've been volun-

teered for the most mega-
important mission ever. Now,
backed up by a fleet of four planes,
you're ready to penetrate deep
behind well-defended enemy
lines.

The objective is to fly up a large
vertically scrolling river, taking out
the bridges which are encoun-
tered at regular intervals. Points
are awarded for destroying a
bridge and for achieving the sec-
ondary task of destroying as many
military targets as possible.

Yeah, this is what
I want! I
remember
ing this on an
Atari and it's still
got that same mindless appeal
that it had then. The graphics
are coarse and the sound
grates, but it still has the stuff
classics are made of — playa-
bility and the urge to return for
. one more game.’ River
id may look ., but it
plays considerably better than
most recent release — s0 go
grab your two quid, buy this

and get playing.

The plana has to keep a course
directly over the water, as straying
onto the bank results in its
destruction. As the mission prog-
resses the river becomes increas-
ingly congested with helicopters,
ships and balloons, shuttling back

TN @0
il ”f'rﬁ’

and forth across the raging torrent.
Contact with enemy aircraft is
fatal, so dodging or blasting is
absolutely necessary. On later
levels aeroplanes fly across the
river at high speed and tanks fire
explosive charges from safe posi-
tions on the bank.

The plane's fuel supply is rep-
resented as a diminishing bar, with
supplies replenished by flying over
the striped rectangular fuel depots
marked ‘fuel’ — the slower the
plane flies the more fuel is col-
lected. A complete lack of fuel
results in the loss of a plane.

As the mission continues the
river becomes increasingly thin-
ner, more congested with enemy
vehicles and fuel depots become
scarcer. Well, nobody told you that
it was going to be easy . . .

W Happinessis . . . afull fuel tank and plenty of things to blow to pieces!

PRESENTATION 87%
A one or two r_:l dYer Qpion,
e mode, restart and four

senarate antry lavels
GRAPHICS 42°%

: imple. but the serolling and
S ite "l'u-"l.'-.--'- ment is very E'rT:n_':-:n_I'l
SOUND 29%

A few simple but suitable spaot

gflacty

HOOKABILITY 78%

Instantly enjoyable pick-up-and-

|_l!.--_-|.' anaol am LD acton

LASTABILITY 54%
Eventually |

J palls due o lack of

i
el 1Ly

VALUE 81%

aensibly priced for a couple of

WEg k S Entertainment

OVERALL 70%

suitablefodder for the shoot 'em
up far

W |-'_- F ; |:! [ "_-'.I.'. 1'_ e Aas
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DEATH OR GLORY

CRL, £9.95 cass, joystick or keys

One moment you're an average

spacedozer driver, destroying
empty space stations for a living.
The next you're single-handedly
taking on an enormous alien inva-
sion fleet . . .

You've been told to investigate
a unidentified speck on the very
limits of the civil space radar
screen. It's generally thought to be
some sort of large asteroid — how-
ever, on your approach to the
object it becomes apparent that
it's nothing as ordinary as a hunk
of space rock. The radar blip

lt‘s a funny old universe isn't it.

Death Or Glory's
backdrop
doesn't look too
h’ﬂ AW hl-'t tr_ﬂ
the screen starts
scrolli - smoothness is
obviou Ennt one of CRL's
priorities. Even if manage
to ignore the hﬁuml
there's very little to get ex
about. The gameplay is quite
limited, offering a bit of initial
fun, but becoming increas-
ingly boring on each succes-
sive play. It looks and like
a budget title, and its ten
pound price tag is therefore

ridiculous.

becomes bigger and bigger, until
suddenly you realise that it's an
alien invasion force, consisting of
battlecruisers and nimble android
fighters. And it's heading directly
towards the peaceful planet of
New Stratford! There isn't enough
time to turn back and alert New
Stratford's defence system - the
fleet has to be dispatched here

and now.

The multi-directional scrolling
action is viewed from above, with
the spacedozer occupying a cen-
tral position and flying at speed

Although graphi-
cally pleasing,
Death Or Glory Is

times you are transported
almost immediately, and for no
apparent reason. The lack of
instructions don't help either.
Not a terribly awe-inspiring
release I'm afraid.

W Battlecruiser number five is about to get the spacedozer treatment

TS o -

o
f — =
-

=]
Cag B 3
A7 el

e -
EERERES K-

A Hovering around the red fuel cells soon replenishes your shields - if

you don't get blown up first!

above the invasion fleet. Pressing
the fire button dips the reinforced

nose and sends it ripping through

the outer shell of the cruiser —

destroying it if the dozer is travel-

ling at top speed. A slower speed

only results in partial destruction.

Alien fighters attack throughout
the demolition. Contact with either
an alien ship or bomb weakens the

dozers' collision armour, rep-
resented by a diminishing bar at
the bottomn of the screen. Allow the

bar to reach zero and the dozer
explodes, resulting in the end of

the planet-saving mission.

When enough battleships are

wrecked, the dozer is promoted to
another, more difficult level where
another fleet awaits demolition.

Death Or GIOrJ,-' is
like a shoot 'em
up without the
shooting (if you
can imagine
that), and it soon becomes

tiresome. Sim
around, uppa;u ﬁm

is tedious belief, and
it's an to feel so
defenceless, s and
animation are inco

the stars don't move during
flight, but some of the bas-
relief backdrops are gorgeous
and it seems such a waste to

them. Death Or Glory
had potential, I'll say that. It's
sad that CRL didn't realise this
when they started program-
ming it.

PRESENTATION 74%

MNo instructions, but generally
well laid out

GRAPHICS 61%

The effect of the neatl bas-relief
backdrops is ruined due to the
jerky scrolling

SOUND 57%

A reasonable tune plays
throughout, and there are some
suitable spot effects.
HOOKABILITY 56%
Simplistic and instantly appeal-
Ng but uninteresting gameplay

LASTABILITY 33%

Repetitive and unrewarding

VALUE 29%

Mot enough vanety or action to
justity the price

OVERALL 37%

Abarely average attempt at pro
ducing a new form of destructive
game
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g Dlsaster lmms forthe bowler and hrﬂlly
. brigade. The contemptible COUNT
: CHAMELEON Master of Disguise and
e ,SWﬂm enemy nf the .estabh.shment 1S
Lk ined to succeed in his latest and
graaiest dastardly plot. His sale of rubber -
guods through mail-order ads in a civil -
- service magazine, has led him to devnlnp
'; ~ the RUBBERTRONIC RAY. With it -
 he ﬁmatens to neutralise the starch in
smg—~ collars, loosen stiff upper lips an_a %
generally relax moral standards — leading
to ‘the collapse of The Empire. Wotsg.,_ S
tﬂl”ﬂ; will radically ‘and unpredm . Pt g
the: ﬁmume ef a cncket ball. Thrs per
w B fmustbe stqpped' b -
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n?ununnabhr the most detailed, historic World
IT submarine simulation ever ::mat:d

Select your command on one of six different US Navy
submarines or German Kreigs marine U Boats pa
the Pacific or Atlantic Oceans from 1939 1o 1945,

lEncmmlrrm:rﬁﬂdJEEr:ntmmmmmmm:mg
u&?pmmamdwrhngwmymm:mghm
mmand over the course of the entire way.
® Learn every aspect of underwater warfare: navigation,
. weapons usage, weather, repairs and conflicts strategies.
® Completely authentic vessels with five levels of maps,

periscope, binoculars, radar, sonar mines, wrpedos, deck
and anti-aircraft guns,

e g CBM64/128 £9.99 tape £14.99 disk
Your Computer Nov. 1986 S = [BM£24.99M

S

The nme: 1400 hours. Somewhere in the Pacific. You're at the
m, commanding the greatest concentration of firepower
\ '3 wnpu:mli:ghtwugh:hghmihcdmdl

Destrover. You've emb on the first simulation  fully-operational, earhur.t.ﬁnghlttl: stations to worry about, all
I:hit actually mhﬂ?ﬂh! ﬂ'mlﬂm Wﬂl’ﬁlﬂllﬂg armed 1o the gills. Not o mention radar. Navigation. 'S'lm:r
with the intensity o furious, eve tl:ll'j'l.'hll]l.tlﬂn time you 're
right in the middle of it al. You knew it wouldn'y /2 M1 the Japanese flect Cawling up your spine.
be pretty, but how tough could itbe o rescuea  Time to make some tactical decisions.
downed pilot? It sure scemed a lot easier than ~ Will it be the twin 40mm Bofors anti-aircraft
shelling islands, escorting a convoy or leadspewers v ha;ti [kuﬂgaﬂrmmﬂi b
17 Any choice could be your last, so 1 good.
hunting subs. OF 30 0u thoughi. But guts? Any choice ¢ your last, il g

. disk
o ok what o' CBM64/128 £14.99 ¢

\'. e

- M%S T 6%8
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an Francisco consists of two
different worlds: the normal
everyday America city, and
the strange twilight world of little
China — a mystical and mysterious
anvironment.

It is in this eene world that the
ancient Mandarin War Lord, Lo
Pan, attempts to gain his immaor-
tality... and when that is
achieved he will use his magical
powers to gain control of the
world,

Marrying and sacrificing a
green-eyed girl will appease the
demonic powers that deny Lo Pan
his longevity, and Jack Burton's
girifriend, Gracie Law, just hap-
pens to have green eyes, as does
Miao Yin, Wang Chi's fiancé, Con-
saequently, both women have been
captured, leaving Jack, Wang and

their mystic friend, Egg Shen, to
head boldly into Lo Pan's den to
track them down.

The three heroes travel together
through Chinatown, which scrolis
past as they progress. There are
four stages to be negotiated
before Lo Pan himself is encoun-
tered: the streets of Little China;
the sewers; Lo Pan's headquar-
ters and finally the marriage
chamber, where the final conflict
with Lo Pan takes place.

As Lo Pan's henchmen attack it
is up to you to choose which
character to use against them.
Jack uses his fists, Wang martial
arts, and Egg Shen relies on magic
spells. Unarmed martial arts
experts are the first enemy
encountered — while further on, Lo
Pan's elemental beings, the

Jack Burton and his merry band hot-foot it through the streets of Lit-
tie China and straight into Lo pan's domain

v Wang Chi somersaults to avoid Lo Pan's henchman, but if the goon
doesn't get him, the sewer monster will!

BIG TROUBLE IN LITTLE CHINA

Electric Dreams, £9.99 cass, £14.99 disk, joystick or keys

storms, must be destroyed.

The attackers become increas-
ingly difficult to defeat as the levels
progress, so the threesome have
to rely on the weapons found
within the Mandarin's domain.
Jack gains his ‘Bushmaster' gun,
Wang collects a sword and Egg

Not so hot on the
heels of the John
Carpenter film
comes the some-
what less inspir-
ing licensed computer game.
Big Trouble borrows heavily
from the film in all but its
action, a commeodity in which
F!I!;i;hnlm“ll edition is sadly
ac ; endless repetition
becomes too much, as one
henchman follows another to
that Little China in the Al |
aven found my mind wa -
ing while | was » which
is a fair indication of the
degree to which it grabbed my
attention ...

:luvm :almnltln

to
announce  the
arrival of yet
another dire

piece of software. Why was
this ever released? The film

has disappeared Into the
depths of obscurity, and the
game is so lame itisin

desperate need of a wheel-
chair. The program is basically
a simple Kung-fu Master clone,
severely lacking in action and
variety. It is both unexciting
and tedious, hr.ndm:ll soon
became totally a utterly
bored. Another session only
cu"rl;nli:::id this u#nw, and
turning power off came as
a welcome relief. As for the
tenner price tag - Electric
Dreams ought to have a wet
blanket thrown overthem ...

Shen increases his magical
strength. The three heroes also
need to supplement their energy
levels throughout the adventure,
and do so by eating. Each charac-
ter's energy status is displayed at
the bottom of the screen,
alongside the respective face.

When Lo Pan’'s army has been
destroyed the villainous War Lord
himself can be dealt with, a task
which takes the combined efforts
of all three characters. Success-
fully ridding the world of the orien-
tal menace allows the rescue of
the green-eyed beauties, and they
all live happily ever after...
maybe.

The film bombed,
and if there's any
justice in the
world the
licensed game

will follow it. It's extremely
dull, consisting of three

characters walking

SCro background,

up aming that in r
way - no thanks! Big Trouble In
Little China has a unpolished
feel about it, as if no-one could
really be bothered with making
it look smart, or at least tarting
it up to hide the uninspiring
gamn;lny. | wouldn't bother
with this

if | were you, it isn't
worth the money or effort.

PRESENTATION 55%

Adeguate instructions but little
else worthy of mention.

GRAPHICS 58%

Pretty backdrops, average ani
mation, wobbly scrolling and lit-
tie variation.

SOUND 20%
No music and sparse spol
affects.

HOOKABILITY 48%
Easy enough to play, but not
overly thrilhing

LASTABILITY 24%

Repetitive and generally unin-

VALUE 27%

Expensive for a piece of sub-
standard budget-quality
software

OVERALL 34%

A poor tie-in and a weak addition
to the beat "em up range. You'd
be better off seaing the film four
times instead '

U ] NGRS
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t's a sad fact that some brothers
Id{:m't get on as well as they

should —= and Leanoric and
Learic fall into this cateqory. Nor-
mally this isn't such a bad thing -
a few hastily spoken words,
maybe the odd bash around the
head and any problems are soon
history. Sadly this case isn't the
norm, as both brothers are master
magicians, equipped with the abil-
ity to conjure up all number of
abominations. Their equivalent of
a brotherly punch-up makes an
55-20 attack look like a limply
thrown Snappit.

in this particular case Leanoric
got out the old chicken entrails,
cavorted and jumped about a bit
then chanted the name of every
station on the Met line which

o

*"i, | Hohum... wan-
. der around a bit,

pick up this and

that, use it all the

right order and

you've finished the game.
Howaeaver, this is one of the bet-
ter games of its type - the

Graphically Feud
is a real treat,
having some
lovely scenery
and plenty of neat
touches, such as peasants
strolling around, going about
their daily chores. The gamep-
lay leaves a bit to be desired
though, tending to be a bit
repetitive and involving large
amounts of walking around
and collecting, rather than
zapping your broth oppo-
nent. The land of Little Dulford
is pretty huge, and once again,
mapping would appear to be
the order of the day. I'm not
totally convinced that Feud will
keep you entertained for more
than a week ortwo and, but it's
certainly among the better
arcade adventures to have
surfaced lately.

basic format has been tarted
up to create a nice atmos-
phere, which is added to by the
pleasant music. Feud should
prove a good buy if you're into
mapping, as there are plenty
of locations and a few puzzles
which shouldn't take too long
to complete. Feud hasn't really
got any immediate sparkle, but
having said that, you may find
it worthwhile to persevere.

promptly turned Learic into a frog.
it's okay being an evolutionary
perfect being hopping about in the
mud machine, but Learic found it

difficult to use his digital watch and
few other day to day objects. This
made him a bit angry, so Learic is
after his revenge ... and that's
what Feud is all about.

Set in the mystic land of Little
Luliford, the player takes control
of Learic and the computer
assumes the role of his brother.
The brothers are well versed in the
arts of necromancy, and set out to
demonstrate their skills on each
other.

Learic and Leanoric concoct

Learic casts a ‘heal’ spell, counteracting any damage sustained in
the battle with his brother
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Little Duliford's occupants steer well clear while Learic and Leanoric
battle it out in Feud!

their spelis by travelling around the
flip-screen landscape and collect-
ing rare herbs and roots from the
countryside. When the approp-
riate = ingredients
gathered, the wizard returns to his
cauldron and mixes the spell.
When the ingredients are mixed,
the charm is added to the wizard's
armoury.

have been

The 12 individual spells require

two herbal ingredients, with the
recipes contained in a leather-
bound book. Pages from this mag-
ical manual are displayed in a win-
dow at the bottom of the main
screen: pressing the fire button
and moving in a direction turns its
pages.

The spells’ effects range from

making Learic invisible to creating
zombies, shooting lightning bolts
and teleporting around the coun-
tryside. Some last for only one
blast, whereas others endure for
some time (the teleport spell for
instance).

Leanoric does not remain idle

while you search for ingredients —
he stomps around the leafy glades
collecting herbs and roots, con-
cocting spells of his own. Leanoric
freezes for a split second when he
appears on screen — an ideal
opportunity to zap him with a spell.

Statues in the status area repre-

'FeUD 1S LHAT 1To Wl TH THINGIE ..

sent the two magicians' energy,
with the victim's statue sliding a
little deeper into the ground when
a successful spell has been cast.
The magician whose statue disap-
pears first has lost the feud, leav-
ing the victor to claim Little
Dulford as his own.

This isn't exactly
super-duper, but
it's the sort of
game that would
be a godsend on
a rainy Sunday afternoon.
Whiling away the hours plod-

ding around the scenery isn't
exactly awe-inspiring, but it
passes the time of day pleas-
antly enough. The whole pack-
age looks and sounds fine, but
to tell you the truth | didn't like
it much because there's
nothing new to make it differ-
ent and exciting. Having said

that, it's only three quid, and
could prove a worthwhile pur-
chase to an avid arcade
adventurer.

PRESENTATION 81%

Generally attractive with useful
IN-game messages
GRAPHICS 82%

Colourful, bold backdrops with
weil-drawn but poorly ammated
sprites.

SOUND 55%
Predictable tune and subliminal
spot effects

HOOKABILITY 60%
Instant exploration action but
not much of interest to do.

LASTABILITY 47%

Fairly tiresome, especially once
completed

VALUE 65%
Sensibly pnced, but not an
essential purchase.

OVERALL 50%

Avery average arcade adventure
with some pleasant graphics.
but not enough ekciting action




ROMULUS

Quicksilva £8.95 cass only, joystick only

he lgos Transputer com- | controlling this channel are unsta-
I pany are having problems: | ble and randomly changing. One et ——— el

intelligent bugs are appear- | click of the fire button stabilises : Ity v IRt
ing in their mega-chips and | them and sets the channel charac- — e i W - - =
‘ rendering them useless. The | teristics, effectively controlling the - (] i ' " ' F £ B [ﬁ
thankless task of debugging has | speed and inertia of your ship. | = — A - o s?
fallen on your shoulders . . . Once inside the channel, bugs | | = | S e e e S |
are destroyed by a swift blast and . T T T YT rTrY Y Y YT Y Y

points are accumulated accord-
ingly. Reaching a total of 100,000
heralds the appearance of the
There Alien Miner, the interception and
of |d“2mw|':|lﬁrnt; destruction of which rewards you oon ATTAINMENT 000
around inside | | with another module. -
Romulus - it's a At the end of the channel you

that none of | | have the opportunity to enter the

them are original. The three ‘transition stage’, which takes the
‘transition stages' borrow form of three sub-games, each

.‘I.h_ ;
o

a--|

5

4

In the transition stage the computer proves a worthy adversaryas 4
you battle it out to gain control of the substrate

heavi m ncepts in| | accessible from a menu sheet. and repeated back in their original
Eatallz F:rg,dmi; lunr.l1mpﬂssi- The first stage is available on | sequence.
hla iséknn. so there's nothing | | destruction of the first Alien Miner, The second stage displays three

The gameplay is

new there. The scrolling shoot presenting a series of colours and pairs of boxes, the lower boxes far too simple,

'‘em up is hard on the eyes,| | 10nes which must be remembered | containing a moving, coloured

rather . pattern. This section is success- allowing
rﬁ:"gn mgum?: 3!1:3;1::!:& i fully completed by quickly match- scores fo ME
relief from the visual Ok s, ing the patterns and colours of the amassed witho st
onslaught. Although moder- { upper three with their lower coun- | mf:‘:ﬁc'- cﬂmﬂ“&:ﬂh
ately entertaining for a while, ¢~<¥" | Take one fast] | terparts. | | drops misks It vietusily impos-
Romulus tends to pall rather ~ o | scrolling routine The final stage presents two | |CHOPS o ¥ep

ickly and becomes a real . lots of pretty (but | | rows of nodes, six of which must sible to see what's going on -
E:Ing only a few goes. horrendously be connected to their opposing | aithough this doesnt really

| | number with a ‘pile.’ This is | |matter, as the insipid enemy
ours gqu?h:.i““-ﬂs Pﬂiﬁl?t- accomplished by positioning your | | offér no real threat. Your sprite
less puzzles, and stick 'em | | module beneath a node and is unwieldy and responds
Seated at the controls of your | |together... what have you | | Shooting it once. A coloured con- | | Siuggishly to joystick control.

Vector Module, armed only with nection then appears, which can | | Even so, all you have to do is
the new high-velocity FG9's (the ﬂmﬁm ml:l!uum'i::nbn}*ﬂ be similarly removed by another | |Z00m along at top s and
old FG-series never was any themselves with. At a glance It shot. You compete against a com- fire :h'_:l’""? sub-
good), you venture forth into the | |jooks like you're in for an all | | puter controlled module in a race . ek Pﬂ:- offering lit-
substrate of the transputer chip. action shoot’emup~butwhen | | 10 connect a row of six before your tie in the way of variety and

: ; 's also very
The main channel is displayed | started opponent. Shooting a small box to chal e. There's a
| as a variable speed, two-way hori- little to ﬂp‘:m Em ::;E the right of the array halts a timer, little iction or reward on

zontally scrolling backdrop, with | | thing wanted to shootme. Give | | 2nd thus the transition. offer, and boredom sets in
the module manoeuvred by use of | | it a miss, Successfully completing the mmmm Those are
the joystick. Initially, the circuits three sub-games returns you to a some of reasons why you

different substrate channel within | | Shouldn’t buy Romulus,

The inside of a mega-chip channel - debugging has never beenso W the transputer chip.

colourful

ODOD7500 AOMULUS ./ PRESENTATION 47%
TI ™ E Linhelpful instructions which 1ail
() E F AE 5 H 5 o = to clearly conv ir ohjec-
tives. Good set of options how-
Ever

GRAPHICS 36%

Colourful but not particularly

SOUND 41%
Bland and highly derivative spot
effects.

HOOKABILITY 41%

Initially confusing and not
exactly gripping.

LASTABILITY 21%

Mothing there to lure you Dack,
even after the first attemp!.

VALUE 22%
There are many better games of
this type available for far less.

: OVERALL 27%

- H .
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oc is a time traveller who is
normally found whizzing
around the timeways In

search of adventure. However, at
the moment he's having problams.
Doc stopped at the world of the
Domed City thinking that he would
find a good time, but has some-
how lost his nifty time machine and
consequently can't escape from
the era. His only hope is to put him-
self directly under the control of
your good self, the only being cap-
able of guiding him to the location
of his lost vehicle.

Doc the Destroyer is a keyboard
or joystick controlled multiple
choice text adventure, with
fighting screen intermissions and

This Is
interesting
attempt at creat-
ing a role playing
fantasy using
both text and fighting scenes
to convey the action. However,
the quality varies so much
throughout that it spoils the
overall effect. The graphics
and sound aren't up to much
and do little to create any
atmosphere. The computer
player appears to have had a
lot more practice at fighting,
which makes it extremely
difficult to get into. There are a
couple of elements which
could have been used to good
effect, but the overall impres-
sion given is not good.

dn

A serious-looking Doc has a
difficult choice to makea. ..
decisions, decisions

RPG overtones.

The action begins with the
definition of Doc's character. The
player starts with 60 units, to be
distributed amongst Doc's five
characteristics: Strength, Endur-
ance, Intelligence, Luck and
Charisma. This versatile proce-
dure allows extreme variation in
our hero's character, ranging from
a lucky wimp with a magnetic per-
sonality, to an immensely strong
musclebound oaf with one brain
call.

Once Doc's character has been
defined, text appears in the main
display area and is scrolled by
pressing the fire button. A series of
multiple choices allow the player
to make decisions — altering the
direction of movement, picking up
or dropping objects and soon. The

v

Doc had better live up ta his name an
look like it's paying a social visit . . .

EXPLORE
GO LEFT
ENERGY
MANHOLC

i 1A T T

D

*
RO BN e

scroling text mode returns whean
an option has been
remaining until another prompt
appears.

chosen,

Occasionally Doc meets

another character. At this stage,
choosing the fight option changes

the screen display to show two
characters — the herc on the left
and the aggressor on theright. The
player has direct control of Doc,
moving him left and right across
the screen. Manoeuvres executed
via combinations of the joystick
and fire button result in attacking
or defensive actions. The combat-
ants' energy is depicted as a
square-filled box in a display area
at the bottom of the screen. The
squares disappear one by one as
hits are sustained, recipients dying
when none are left.

d destroy the snake —itdoesn't

CITY HALL

OME

There are two
parts to Doc the
Destroyer: a weak
beat 'em up and
an even weaker
‘adventure’ section. The latter
seems to contain no logical
pattern, with certain sections
reappearing regardless of
which option is chosen. The
combat section is extremely
simplistic, needing no more
involvement than pointing left
and pressing the fire button to
defeat most opponents. |
didn't enjoy either section, and
the urge to return was minimal.

Doc encounters all manner of
creatures during his search — with
hunched uglies, sewer rats, dogs
and sword wielding hostiles to be
overcome if he is to returm to his
home time.

What a bore...
seeing the same
uninteresting
o chunks of text
scroll up the
screen time and time again 1s
most tiresome. Having to con-
stantly make the same choices
and keep on visiting the same
old locations is tedious, as Is
partaking in an unoriginal and
sub-standard fighting
sequence, If you're into adven-
turing buy an adventure, if
you're into fighting games
there are plenty available - and
there are plenty of good RPGs.
Don't bother considering this
incredibly weak half-baked
mush of all three.

R e T TR
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inetik is strange place. To
Klumk at, it's a perfectly nor-

mal planet, colourfully vege-
tated and dotted with cool tranquil
ponds. However, the occupants of
a spaceship that landed on the
planet surface have just disco-
verad that the beauty is only skin
deep...
In the darkest depths of the
planet lives the Kinemator, an
infinitely powerful creature who
bends and reverses the laws of
physics. When the spaceship
entered his domain he decided not
to let it return to orbit until three
giant letters were collected from
positions around the planet and
delivered to him.

The player controls the
spaceship, a spherical craft capa-
ble of movemeant anywhera within
the confines of the screen. Move
to the extreme left or right and a
fresh screen is brought into view.
On each screen the laws of gravity
are different, so the spaceship
comes under the influence of pow-
arful inertial forces, bouncing off
vagetation and |andscape fea-
tures.

Contact with a floating alien
depletes the ship's shield, rep-
resented as an on-screen bar
which diminishes in three steps
towards a fatal zero. Weakened
shields are restored to full strength
by picking up a ‘flower-power’

Attractive it may

well be, but play-

able and compel-

ling it most cer-

tainly is not.
Kinetik is a run of the mill
arcade adventure/platform
game with an innovative, but
ultimately worthless control
method. Movement requires a
lot of effort and even more
patience, and you don't have
much time to concentrate on
the game itself as you wrestle
with the joystick. To make
matters worse there aren't
many locations to explore, and
there are even less puzzles to
solve. In fact, the objective is
basically very dull — simply
progress as far right as possi-
ble, avoiding and shooting cre-
atures while fighting to control
the ship. Such a pity — if the
control method was easier to
get to grips with and there was
more to do, Kinetik would have
been wonderful.

pod or by flying the ship through
water.

The objective is to travel through
43 screens, pick up the three let-
ters — P, A and X — and presant
them to the Kinemator on the 44th
and final screen. There are five

A serene looking landscape — but don't be fooled, it's littered with W

danger
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The pipework is harmless, but beware the slinky worm - stage right A

other c:ub}\ec:ts Powder Gun, Safety
Shield, Anti Physics, Anti Gravity
and Teleporter, which can be
picked up and used to help com-
plete the task, although only three
are carried at any one time.

The Powder Gun is used to
frighten away alien marauders,

The major theme

of Kinetik is the

odd inertial and

gravitational

forces exerted
upon the spaceship — and the
programmers certainly went
to town on them. Some
screens are desperately
difficult to overcome and as it
is relatively easy to lose a life,
the last thing you want is an
uncontrollable spaceship
whizzing all over the place.
After several frenzied
attempts, | eventually had to
give up because my arm was
aching through the effort!
Kinetik is a nice idea which fails
to entertain and is therefore
worthless.

Safety Shield slows down the
depletion of the shield, the Tele-
porter is used once to travel to
another screen and Anti Physics
and Anti Gravity nullify the
Kinemator's powers. As each let-
ter is picked up, less objects can
be camied and survival becomes
increasingly difficult . . .

I've played a few

games with

strange control

methods in the

past, but this one
is the strangest of the lot.
Throughout the quest you
have to battle against the joys-
tick to try and counter the
powerful inertial and gravita-
tional forces. Some screens
are frustrating beyond belief
as it takes ages just to get the
spaceship to move left orright.
Escaping a screen sometimes
takes a minute or two of severe
joystick waggling, which
eventually becomes annoying.
Personally | prefer to pit my
wits against a troublesome
sprite — not the joystick,




DECATHLON

Firebird, £1.99 cass, joystick only

he godfather of the joystick-

I waggling sports simulations
has returned — and Commao-
dore owners everywhere can now
re-live memories of tortured
biceps and broken joysticks. Up
to four players can battle it out over
ten events, or use the practice
option to participate in single
events.

In each event, the player wag-
gles the joystick left and right to
give their on-screen alter-ego the
power to move. Each left and right
movement relates to the sprite's

:
:
:

il
ik

;
H
i

( for it.
After the ten gruelling events
you feel as if been

hitall - esp
SVet 1 the Kise of plvalosty
u%rwmﬂl playing a
com  game  seems
unreasonable, avoid this like a
games lesson.

leg movement — the faster the
joystick is oscillated, the faster the
athlete's velocity. A bar at the bot-
tom of the screen represents the
‘power’ being pumped into each
athlete, giving the player a visual
representation of their efforts. The
relevant time, distance or height is
displayed at the end of each event
and points are awarded according
to effort.

Running events are played
head-to-head, with the screen dis-
playing two tracks (if one or three

A Afirst attempt at 3.2mis an easy clearance, but the bar still has up to

2m to go!

players are playing the computer
provides a pacer). A starting gun is
fired and players have to waggle
as fast as possible until the finish
line is crossed. The throwing and
jumping events bring the fire but-
ton into action. Once again, a
waggling action is used on the run
up, and the fire button is pressed
to either release the object carried,
jump or lower the pole (on the pole
vault). A further press of the fire
button is required to signal the ath-
letic to let go of the pole.

After the final event, the total
points are added and a grand total
awarded.

W How embarrassing! The computer controlled hurdier is well in the

lead at the half-way stage

ATTEMPT 1

PRESENTATION 80%

Supports up to tour players, and

features a practice option

GRAPHICS 61%

Not thrilling, but the sprites are
well arnmated and the back
_|I|'|||II:‘,- A galll '-.|r'-,--':!|||-_,

SOUND 34%
A few suitable spot effects anc

jingles

HOOKABILITY 86%

Simplistic joystick-waggling

gives instant pleasura

LASTABILITY 70%

At LN the action s repettive
{5 timeless nature brings YL

hack for more

VALUE 85%

Lots of sweaty enjoyment for a

couple of quid

OVERALL 76%

The cheapest and best joyslick

waggling sports simulation avail

=i
A0 Fli!

ZZAP!64 June 1987 93




Gremiin Graphics Software Limited, Alpha House,
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BY OLIVER FREY To be Continued...
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_TARGET. ENEMY NUCLEAR DEVICE..

+ATTACK..INFILTRATE..LOCATE..DESTROY...

MANOUVER YOUR WAY THROUGH 7 SCREENS
OF FURIOUS COMBAT ACTIONJIN THIS NEW
MULTI-ROLE ARCADE GAME.

From jeep to helicopter and then on foot you cross
deserts and jungles to reach the enemy headguarters.

Your mission is fraught with danger and excitément — your armaiments vary from hand
weapons to missiles but your objective remains the same — information — at the enemy
eamp, locked in asafe at their heavily guarded complex.

You're on your own, you must suceeed for there's no turning back in Army Mowves . . .
¥ Time to play hero?

COMMODORE
MSX AMSTRAD

£8.95

Tel: 061 832 6633 - Telex: 669977

SPECTRUM

£7.95

& Central Street - Manchester - M2 5NS
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e Dark Empire fear has been the price to

Ay for the privilege of life. Until now! The -
iberation Force has arrived to free the
inhabitants from the rule of this evil force.
All that remains is for you to take command.

Dark Empire is a strategy game for one or two
players from- Lothlorien, the Specialists in
War and Strategy games. '

ce LondonWC2H 7NB Telephone: 07- 6

- ¥ L]




